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74 i ES WHAT 
E 8 youu NEED: 


EENMEN — 


To dive into four-playar action, you'll 
need a four-player adapter, like tha 
NES Satellte or NES Four Score. 
Choosa any of tha special four-player 
Game Paks already available. You'll 
also need four NES fanatic friends 
and four controllers. 


Look for the exclusive 
4-Pleyer logo to identify 
the meny four-player 
Geme Peks designed for 
use with the NES Sateillte 
and Four Score. 


FUN! / | PLAY EN 
Ed 


Like any NES game, a four-player game can take you from tha depths of a 
fantasy dungeon, to the playing field of a modern football stadium or the 
far reaches of outer space. But with this latest NES game category, your 
playing options increase. No one is left out, evaryone can play at the same 
time. Game play is more challenging against human opponents. And the 
many different team combinetions add to the excitement. 


Swords & Serpents emphasizes coopera- 
tion between the four players as you make 
your way through a deadly tabyrinth. 


Super Off Road pits the 
players against each 
other on a radical off 
road track 


Some games, like 
Gauntlet II, are more 
flexible and allow 
you to compete or 
cooperate 


Some of the best four- 
player games divide the 
players into teams of two 
Both competition and 
teamwork are a big part 
of these titles Examples 
Include NES Play Action 


Football, Magic John- m DO nã M 
son's Fast pua Super pa e 4v igrae is and G. 
adu and Kings Theod B B kad 
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| RECEIVER MODULE 
The Receiver Module re- 
celves the controller signals 
from the Satellite and sends 
them to the NES. Be sure to 
keep a clear path between 
it and your Satellite. 


"NES: "Pte 


te y 


“SATELLITE” 5 


The NES Satellite is the deluxe 
accessory for those wanting to 
parteke in four-player fun. Not 
only does it ellow you to play with 
up to four players, it also serves as 
a remote control that you can e 
place up to 15 feet from your NES. x 
You and your playing friends can 
enjoy the corrifort ef a cheir across 
the room fas you éxperience the 
fun of fouh player gaming. Free- 
dom for eech.player to choose 
their own favorite controller is 
anothar NES Satellite bonus. 


CONTROLLER SOCKETS 
Plug In your choice of controllers herel 
Any official NES licensed controller 


will work (except for the Power Pad). 


! even the Zapper remote 


TURBO BUTTONS 


POWER ON/OFF 
SWITCH 


Hit it for four player powerl 
Tum it off when switching 
controllers or when your 

playing session is over 


MODE SWITCH 


The Satellite lets you 
choose your weapon, giving 


capability. Any controller 
carrying the Nintendo 
Quality Seal will work. 


This switch gives standard 
NES controllers turbo pow- 
er. Turn off your control- 

ler's Turbo if you use this 


FREEDOM OF CHOICE ; 
i || 
The option to use any controller inefour-player game or even the stenderd Control Pad. Any controller À 
! gives you a lot of flexibility. Everyone can feel com- with the Seal Of Quality can be used. Try to make 
fortable using their own NES Max, NES m sure everyona has e controller they are familier with. | 
Ha x + be! T ud 7: 4 
l Controller Mieccne For Your NES Bandal Mega CHITI | 
p NES Control Pad Hudson Joycard Hyper Superstick " 
[| NES Advantaga Sansui SSS Hyper Stick Jazz i 
l NES Max Naxoft Dominator Controllers Zipper 
i Broderbund U'Force Suncom Mothership Beeshu Zinger Gizmo ! 
i Mattel Power Glove Bandai Super Zoomer | 
[e ES TT — [| 


aaa M cU me 
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4-PLAYER FUN! 


NES CONNECT OR 


This cable transfers the signals 
from the Four Score to the NES. 


Tha NES Four Score gives you tha = 
same play options as the Satellite, CONTROLLER 
but without remote capability. Tha SOCKETS 


Four Score does not require batta- Any controliar can be 
ries and is a less expensive option Ec eds pr 
if you gen t ready for rerfíota con- favorite! 


trol. 


MODE SWITCH 


You can use the Four 
Scora with 1 to 4 
Players. 


TURBO BUTTONS 


Like the Satellite, the NES 
Four Score can also give 
regular controllers the 
power of Turbo. 


eT Ea Dm mos má cus uus V NU UNT E CIO MD QEON er cum Um uS EG ED GET DS Med as D cor euros ms 


CUSTOMIZE YOUR CONTROLLERS: 


É The beauty of the four-player adapters is that they let 
É you use your own controller. But imagine, if you will, 
(| plugging your favorite NES weapon, a tried and true 
É Advantage, into a buddy's Four Score for a Super 
É Spike VBall session. Then,.during the heat of the 
| action, you and your partner forget which player I l ] 
- you're controlling and as you try to trace your cords to Y 
{ the Four Score sockets, "KABOOOMII" You eat a .' 
E 
l 
r 


| Super spike. If this scenario is familiar to you, use the. d taii dr 
£ set of stickers provided with the fourplayer accesso- be able to tell at à 


ries to color code your.controller at each end of its glance which player 
i cord (near the controller and the plug). " " you're controlling. 


I 
oe ms re ees ce ulis ee 
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TRIP EA 


Make sure everyone is comfortable and has an unobstructed view of the 
screen. Your four-player gaming sessions are likely to be four times as 
long as a regular gaming marathon. 


= 


If you're playing a game with teams, strategize plays with your team- 


mate before the game begins. If all four of you are working together, 
talk over teamwork. 


Continue communicating with your teammate or partners during play. 


Even the best laid plans may be foiled, so don't get frustrated with your 
teammate. 


Rotate team members every so often, especially if one team is dominat- 
ing the other. 


Make sure everyone understands the rules before you start a game. 


Play a few practice games before you start one that "counts." 


OO 00 


ool Woot cre o p» 


— Playing With d 


The four-pleyer option of NES Play Actton Football is 
the most realistic football simulation for the NES. For 
one thing, you and your teammate have to work 
together like a real team. Second, you can fake out and 
intimidate your human opponents in ways that 
wouldn't fool e computer. On the other hand, they 
might do the same to you. Watch outl In the following 


Teams & Rosters- 


The most important decision B 
you have to make is choosing 
a team. Do you want to pess 
or run, or both? Offensive 
and defensive strangths are 
listed at the top of eech 
team's description. 


Knowing who to use on your 
team is also important. The 
best plays for the superstars 
of each team are outlined. To 
make full use of these plays, 
you'll need to died your top 


— 


In the following pages you will encounter a number 
of specific terms releting to the plays. Below is a 
description of the most commonly used terms in this 
review of NES Pley Action football. 


Switching 


Push the A and B Buttons at the 
same time to ‘switch’ control to NI 
the player closest to the ball, À 
either on offense or defense. 


Line Of Scrimmage 


The line of scrimmage is the 
yardline where the ball is placed 
at the end of one play until it is 
snepped at the beginning of the 
next play. 
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peges you'll learn the strengths of every team, which 
players and plays to use for both you end your partner 
plus special tips to give you a big edge over your Oppo- 
nents. Full rosters and playbooks are given for every 
teem, and their best plays are shown with arrows 
marking the passing routes and running lanes. Many of 
the play tips can be used for ell the teams. 


Plays & Sketches 


A full list of each team's plays is 
listed in the Playbook section. 
You'll find the best plays are indi- 
cated by e ster. If a play is not 
described for your team, it may | a ad" 

appear in the info for another 
team. The pleys ere the same no 
matter what team uses them, 
only the players are different. Use 
your best, healthiest players 
whan you run the play. The plays 
are dascribed and also dia- 


grammed to show how the play is designed to be run. 
Player 1 (Red) is the OB, and Player 2 (Yellow) is your 
teammate, and black lines indicate blockers. 


Blitzing 


When Linebackers or Defensive 
Backs rush the QB, it is called e 
blitz. This play can backfire if you 
fail, as there will be open men 
downfield. 


Plays that allow the QB to keep 
the ball or pitch it to e Running 
Back are called ‘options’ Wavy 
lines will indicate your option 
choices. 


Pass Route 


Pesses are thrown to specific 
parts of the field, except when a 
QB is tired. The path a Receiver | 
takes to get there is called a| 
“route.” 


TA 


ct 


NES PLAY ACTION FOOTBALL 


HOUSTON E 


| Running Offense +  Blitzng Defense | | Running Offense +  Blitzng Defense | Blitzing Defense 


When you pley with Houston, your road to glory is on the ground. Your 
partner will have e lot of running room when he controls Rozier, Hous- 


ton’s best running back. Of course, you'll have to get out front and block - ae 
for him, and he should make use of open field running techniques. At QB EEE | 
is Moon, who has a strong arm. Hill at Wide Receiver end Mrosko, the ET 

ET "m 


Tight End, are true aerial threets. The defense is led by speedy Lineback- 
ers end two great Cornerbacks. Still, egainst the competition of the other 
taams, Houston is not one of the stronger squeds. 


Counter 


Highsmith is the default back on the Counter, but 
by using your subshtution screen, shift Rozier to 
the right Tailback position The Counter requires a 
quick hand-off to your teammate, then switch to 
block. As long as the other guys didn't call e 
stunt, the hole will be inside the left Offensive 
Tackle. If defenders are around, your pariner 
should use the A Button to stiff-erm them out of 
the way 


QB Keeper 


Moon Is the perfect Quarterback for this play Think 
of him as an extra Running Back, and & good one, 
too. The play is simple, just drop back as if you're 
going to throw e screen or run an option, then angle 
upfield toward the sideline, or up the middle if you 
taked out your opponents fts your partner's job to 
make the fake work by running like crazy awey from 
you so the other guys think he has the ball. While 
he's doing that, you'll sneak off in the opposite. 
direction. 


Rollout Pass 


You'll notice that you have two Rollout Passes from 
which to choose The play sketched with two 
medium distance pass routes ts the best The left 
option goes to Mrosko while the short center option 
goes to Hill, the fastest Receiver on the team Both 
are good choices, but watch out for heavy traffic 
over the middle and a possible interception. The 
term Rollout means that you, as the QB, run toward 
the sidelne Ths gives you extra time for Receivers 
to get open 


DEFENSE 


Starting 
Line 


TETE OFFENSE +. ececoo $ 


Button Hook Pass Slant Deep Pass " Zone 4 Deep * 
Leat Option * Ott Block Option * Blitz Man-to-Man 
Crossing Deep Pass * Button Hook Pass 4 Man Rush Man-to-Man 
QS Keeper * Stuni 3 Deep 
Rollout Pass. Pinch 2 Deep 
Pilch Qut * Blitz Man-to-Man 
Rollout Pass Double Team WR 
Reverse Option * AN Blitz Man-to-Men * 
Slani 2 Deep 
Biitz 2 Deep * 
Zone 3 Deep 
Power Off Tackle * Stunt Man-to-Man 
Deep Out Pass * Lead Man-to-Man 
Counter * Hot Bidz 3 Deep * 
Flaki Goal Fake Zone No Deep 
Field Goal Hot Blitz Man-to-Man * 
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4Player Extra 


Starting 
Line 
up 
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LOS ANGELES 


Balanced Offense Blitzng Defense 


LA. has a little bit of evarything going for you. On offense; Evaratt the OB 
leads your passing attack, throwing to Ellard, Anderson and Johnson the 
Tight End. McGee, Ball and Delpino in the backfiald provide a strong 
corps of Running Backs for your partner. Defensively, LA.'s strength is in 
the speed ofits Linebackers and an excellent pair of Cornerbacks in Hicks 
and Gray. The team shapes up as one of tha top two in the game along 
with San Francisco, because you can run every play successfully; that is, if 
you and your partner practice. 


Power Right 


The Power Right is simply a pitch out option from 
Everett (fhe QB) to the Running Back Bell The key vv v a 
Is fo switch quickly from QB fo a blocker out In front 6040680 
ol your partner once he's got the ball The more - = ri 
blocks you provide, the further he'll be able to run N 

with the ball After you've called this a few times, run 
the Power Right Opposite You'll probably find the 
defense thinks you're going fo run to the right. If 
fhey anticipate this, your partner may have an open 


The Rollout Pass 


Any of the long passes are good for LA, but shorter 
routes such as those in the Rollout add an extra 
dimension You shouldn'f drop back very far when 
you take the snap A couple steps and then throw ts 
the rule, that way your partner will still be in the 
pattern making for the pass Indicator arrow Your 
feammate should choose either Anderson (the best 
Receiver) in the middle option, or Johnson for the 
right option Also, as you roll out, look for running 
room of your own 


Hot Blitz 3 Deep 


You'll soon discover that the best defensive 
formation in the game for all feams is the Hot Blitz 
3 Deep It's even better for teams like LA who 
have fast, blitzing Linebackers such as Kelm and 
Greene. Since both you and your buddy are close 
to the line, you'll be in good posifion either to blitz 
or drop back and cover fhe pass The besf idea is 
to split the job One blitzes, the other drops back. 


L. A. Playbook 
- 


Button Hook Pass * Slant Geep Pass * Zone 4 Deep" | 
Lead Option * Off Block Option * Blitz Mon-to-Men 
Rotloul Pass 4 Man Rush Man-to-Men 
Pitch Out " Stunt 3 Oeep 
Pass Play Action * Pinch 2 Oeep. 
Power Right * Blitz Men-to-Man * 
Punt Fake Sprintoui Pass Double Teem WR 
Punt Power Sweep * All Blitz Man-to-Man * 
Pley Action Pass * Slant 2 Deep 
Ove Blitz 2 Deep * 
Quick Pass * Zone 3 Ceep 
Power Off Teckia * Stunt Man-to-Man 
Deep Out Pass " Lead Man-to-Man 
Counter * Hot Blitz 3 Ceep * 
Field Goal Fake done No Orep 
Field Goal Hot Blitz Man-to-Man * 


he Slant Deep Pass 
For Long Yardage 


One of the best plays for L.A. is the Stant Deep Pass. 
Because your Receivers are spread all over the field, 
itis difficult for opponents to cover each pass route 
closely There's another benefit, too. The pass indi- 
cator arrow can't be seen on deep routes to the left 
Sideline until the screen scrolls after the pass is 
thrown. As a result, you know where the pass is 
headed, but the defensive guys haven't a clue. 
They'll have only a few seconds to switch to the 
closest defensive players to your receiver. 


Your primary Recewer is 
Ellard, who takes the long 
route down the left sideline 
Drop back four or five steps 
(count while pushing your 
controller) before releasing 
the ball Also look for open 
Receivers other than the one 
controlled by your teammate. 
You control secondary 
Receivers once you've 
thrown the ball 


ti you choose the short route, 
Anderson is the primary 
Receiver This time only crop 
back two steps before 
throwing the ball With a little 
practice, your partner should 
be able to catch the pass on 
the run You'll switch, (push 
A and B at the same time) 
once the ball has been 
caught, to provide extra 
blocking for your teammate: 


be 

The best way to pick up big yardage on 
bothrunning and pass plays is to know 
how to run once you have the ball. The 
first rule is to take it easy on the A But- 
ton. If you keep hitting the A Button to 
Speed up your runner, his energy will 
Quickly drain. Only use the A Button 
when a defender is almost on top of 
yourrunner. You can often run through 
Wefenders this way. Also, your partner 
should run close to your block, 


Player 1 provides 
blocking downfield 
Run in front of the 
ball carrier and block 


break free of a block. 


lean Up Using 
The Power Sweep 


You éan't beat the Power Sweep for gaining consis- 
tent yardage for L.A. Your partner takes control of 
McGee at Running Back unless you've made a sub- 
stitution. He can easily get 20 to 40 yards on a Power 
Sweep romp, even more with smart blocking from 
you. Also, with plays that run wide to the left, down- 
field defenders are off the screen. This means that 
the guys on defense can't see their own men or 
switchto them until you are well downfield. Remem- 
ber this on pass plays when the left side is open. 
Keep the ball and run it yourself. 


BNW The bail i5 pitched back to 
your partner at Running 
back after the snap, 
allowing you to switch to a 
blocking position Everett is 
fast enough to provide good 
blocking, but you should 
conserve his energy. To free 
yourself from a block, push 
the A Button and move your 
controller back and forth 


Your teammate follows your quickly at the same time 


blocks as far as he can and 
should avoid using tha A 
Button Excessive use of 
the A Button will tire out the 
Running Back and make it 
more likely that he'll fumble 
the ball When he is In the 
open field, he should use 
ihe running techniques 
outlined in the special tip. 
box below. 


The second rule is to 
run a broken pattern 
When a detender 
closes In, turn at a 
right angle away from 
him, run a few steps 
and watch the 
defender run past 
you, then turn upfield. 


Player 2 can escape 
tackles by wiggling the 
controller left and nghi. 
Also, stop suddenly 


ü defenders Swich and lat 
Á because your body acts like (push A and B) or defenders 
a pick for any pursuing wiggle the controller run by, or 
defenders. back and forth to kop behind 
m. 
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4-Player Extra 
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Starting 
Lineup 
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Balanced Offense Balanced Oefense IA 
San Francisco is the best all-around taem with strong offense for both | 
your running and passing plays and an excellent dafense that can blitz or 
cover passes. Montana at Querterback throws the bomb to Wide Receiv- 
ars, Wilson and Taylor, and the Tight End Jones. All have top speed and 
graat hends. The Running Backs, Craig and Rathman, are both excellent, 
On dafensa, Lott and Brooks at Free Safety give your team en adge in 
pass coverage and blitzing. A big play cen develop from almost any for- 
mation with this team, so don't limit your play calling. 


SAN FRANCISCO< 


TI 


Shotgun Bomb 


Thie Is probably the most devastating play (to 
opponents) in the game. Make eure that Montana 
&nd your primary Receiver, which can be any of 
the four starters, heve fairly high levels of energy 
Stay In the pocket unless there's a vicious rush. 
Give your teammete time to go deep; count to 3 
or 4 for the middie routes, 4 or 5 for the outside 
routes Once your partner has the ball, switch 
from Montana to a blocker. 


Both Montana and Craig are fast players, which 
means that they can outrun most of the Defensive 
Linemen and Linebackers on opposing teams. When 
you run the Lead Option, look for holes as you run 
laterally toward the sideline If no holes appear, or a 
defender closee in, pitch the bali back to your 
partner. Switch to e blocker out In front. Always look 
to block the fastest defender who Is closing in or 
the darker player, which is human controlled and 
therefore less predictable 


a 
a 
t 
£ 
| 
Lead Option | 
| 


Q 

Ye) o 
| O« 
a v 


Zone 4 Deep 


You can use the Zone 4 Deep In most situations, 
although it is primanty intended for close pass 
coverage. Lott and Brooks are set back from the 
line, but not so far back that you can't blitz them if 
the play is e run. if it is a pass, you and your 
partner can either drop back or blitz. Better yet, 
switch to the closest Linebacker to the ball The 
Safeties, now computer controlled, will cover the 
pass closely and if a pass is thrown you can switch 
to them. 


OFFENSE EIL DEFENSE 


Button Hook Pass * Zone 4 Deep * 

Lead Option * Blitz Man-to-Man 
Crossing Oeep Pass * 4 Man Rush Man-to-Man 
Screen Pass * Stunt 3 Deep 

Roliout Pass * Slant Oeep Pass * Pinch 2 Deep 

Sweep * OH Block Option * Blitz Man-to-Man 


Punt Feka Button Hook Pass * Double Team WR 
All Blitz Man-to-Men * 


Hot Blitz 3 Deep * 
Field Goal Feke Zone No Oeep 
Field Goal Hot Blitz Men-to-Man * 


NES PLAY ACTION FOOTBALL 


Ix It Up With The 
Quarterback Keeper 


The Querterbeck Keeper sterts out looking like en 
option pley or a screen pass, the result being thet 
defenders mey move to cut off the outside run. Of 
course, your goel is to run inside through e hole in 
the line, which is the beauty of this pley. Your teem- 
mete can block or fake e run outside. If you get 
through the line and are suddenly surrounded by 
enemy jerseys, hit your B Buttton end dive eheed for 
enother two or three yards. Remember this pley et 
the goel line, but elso keep in mind thet it dreins lots 
of energy from your QB. 


B Taka the snap and drop back 
to the position of the running 
back, as Is shown in the 
diagram on your play 
Selection chart You can then 
proceed two ways. The first 
option is for your partner to 
run in front, blocking and 
opening up a hole in the line. 
He can switch to other 
blockers as you steamroll 
downfield, 


The second option is trickier 
When you drop back, the 
defense may think you've 
handed off to your teammate 
They may go after him, 
especially if he pounds his A 
Button. If they do, quietly dritt 
toward the sidelina and run 
upfield as scon as you spot 
an opening Chances are it 
won't work twice, however 


| 4 Calling Offensive Plays i 


The offense has 30 seconds to call e 
play, but No Huddle Play Calling can 
give you e big edventege over the 
defensive duo. If you take only a 
second or two to select your play, the 
defense will have to call their defensive 
formation in the seme emount of time. 
In other words, they'll have no time to 
think ebout their choice once they 
enter the defensive play selection 
screen. If you plan on calling plays 


mo————————O—————————————^—^— OO————————— trier rr ae 


defeult formation, if 


he Crossing Deep 
Pass For Ist Down 


Soyou need 10 to 20 yerds, pronto. Give the Cross- 
ing Deep Pess a shot. The Tight End crosses routes 
with the Wide Receiver, meking the meneuver diffi- 
cult for your opponents to cover, which meens thet 
your partner will probebly be open. The tough part is 
leerning the routes. If your tesmmate chooses the 
outside right Receiver, his route cuts towerd the 
middle. The inside right Receiver runs to the side- 
line. If he's not open, don't force the pass. Throw toe 
secondary receiver, but let your partner know so he 
can block for you. 


Take the snap from center 
and drop back to avoid any 
rush Don't hold on to the 
ball for @ long time, a count 
of 3 seconds should be 
enough for your partner to 
run his route If he Is 
controlling the Tight End, 
Jones, you should throw the 
ball to the right. Switch 
yourself out to tthe nearest 
blocker as soon as possible 


On the left side Is Wilson, 
who runs a medium deep 
route, but since he's all 
alone, you don't have the 
benefit of two Receivers 
crossing and confusing the 
coverage If your teammate 
chooses Taylor, who lines up 
Inside on the night, he should 
push Up when selecting e 
Receiver 


Use the flash cards 
lo show the series of 
plays you want to run 
on upcoming downs, 
and don't call too 

many plays in 
advance, as your 

Situation may change 
dramatically from one 
down to the next. 


they don't choose an 


M ——M—so BÓ E E | 


= without e huddle, let your 
\ partner know what plays palin D 
| you'll call eheed of time. given them to make a — = 
A 
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CHICAGO 


Balanced 
In the Windy City of Chicago there ere more reasons to keep the ball " 
the ground than unpredictable gusts off the lake. Muster and Andersor 

ere the primery reesons—both ere super Running Becks. The offensive 

line is another reason. It's awesome, the best in the geme. Unfortunetely Ru 
the passing game leaves something to be desired. Defensively, Chicag: 2 
hes good pass coverage and an excellent front three in Dent, McMichae the 


end Hampton. The Linebackers are elso strong, giving you a very dE 
balanced defensive unit. pu 
Draw 

Tomezak Is a strong Quarterback who, when paired 

with a strong Running Back such as Muster, can do e 


some Impressive running of his own. In the Draw, 
you'll take the snap from a shotgun formation. Now 
step forward and hand-off to your partner You can 
also fake tha hand-off and run it out yourself. The 
offensive line opens a hole up the middle, so look 
there first. it there is no hole, run laterally toward the 
sideline, looking for a hole or to go around the end. 


Counter 


Muster is the default back on this play, but you can. 
substitute other backs if tus energy is low. Take one 
step back before handing the ball to your teammate. ja 
He should angle toward the line, looking for a hole ç 
over the Left Guard. When he hits the line, he should 4 
use the A Button tp throw off any defenders. From 
QB, you switch to the nearest blocker to give your 
partner as much running room as possible Keep 
switching to blockers further downfield as the play 
progresses. 


Stunt 3 Deep 


The Stunt 3 Deep accomplishes a couple things 

very well. First, the stunting at the line should allow 
penetration by Singletary If you or your partner 

switch to him quickly, you'll probably get a sack. 

Secondly, with three defensive backs covering the 
Receivers, you don't get caught off guard if Single- 

tary misses. Split the duties so that one of you 

blitzes while the other drops back When tackling, try | 
to run straight through the ball carner and be wary 


of diving 
CHICAGO Playbook 


Button Hook Pass Draw Fake Pass * Zone 4 Deep 

Lead Option * Draw * Blitz Man-to-Men * 
Crossing Deap Pess — Sprintout Pass 4 Man Rush Men-lo-Men * 
Screen Pass ° Power Sweep * Stunt 3 Deep * 
Rollout Pass Pass Play Action * Pinch 2 Deep 
Sweep” Rollout Pass Blitz Man-to-Men ° 
Punt Feke Reverse Option * Double Team WA 

Punt All Blitz Men-to-Man * 
Play Action Pass Slant 2 Deep 

Dive * Blitz 2 Deep 

Quick Pase Zone 3 Deep 

Power Off Tackle * Stunt Man-to-Man * 
Deep Out Pass " Lead Men-to-Man 
Counter * Hot Blitz 3 Deep * 
Field Goal Fake Zone No Deep 

Fisid Goat Hot Blitz Men-to-Man * 


il on Takes Timing 


ately, Running left then running right gets predictable after 
cago! &while, so you'll went to mix things up a bit. One play 
hael| thet eccomplishes this ts the Reverse Option. It ts 
very also one of the most difficult plays in the geme to run 

successfully, because it requires precise timing end 
team work. Prectice it with your partner before the 
geme. During the game, you'll probably went to use 
it efter running several plays to the right. When the 
other guys see you're running right, they Il be 
suckered awey from the left where your partner 
takes the reverse. 


he Reverse Option 
rson, 
sive 


After you take the snap, drop 
back two steps before 
heading-toward the nght 
sideline Chances are a 
Defensive End will have 
come around the Tight End. 
Wart until the last possible 
moment before pushing the 
B Button to throw the ball to 
your partner, who should be 
running parallel to you a few 
Steps back. 


Once he has the ball, your 
| teammate should head back 
M (tothe left. He can go around 
| the end or up the middie 
depending on where there's 
y daylight. Your job ts to switch 
to the closest offensive 
teammate to provide 
blocking Unless you've made 
substitutions, the Running 
Back who gets the reverse is 
Anderson, who runs hard 


n————————— ÓÁÉRÉRBRRRRRRRRREREA 


| The On-side Kick is never easy to 
execute successfully, which is why 
you don't often see it. But it can be 
. done, in NES Play Action Football es 
it is in the NFL. First you'll heve to 
stop the kick direction arrow when it 
is furthest to the left, then push your 
A Button when the kick power meter 


NES PLAY ACTION FOOTBALL 4 


ass Play Actlon 
Spices Up The Game 


Don't think that Chicago can't execute pass plays. In 
fact, the pess is a good weapon, beceuse the guys on 
defense won't be as worried about your passing 
geme es your running geme. Tomczak is es good as 
eny starting Quarterbeck end his Receivers ere eble 
to catch the ball. Davis, number 82, has the best 
hends on the team, meking him your partner's 
choice on the Pass Play Action. His route is on the left 
Side, a simple down end out pattern about 12 yerds 
beyond the line of scrimmage. Use it now end then 
to hold off the blitz. 

You should drop back and 
count to two or three before 
throwing At Receiver, your 
partner runs ten yards and 
breaks left toward the 
sideline There may be 
defensive players all around 
him If so, it might be wise to 
choose one of the deeper 
Receivers as e fall back. The 
short pattern over the middle 
Is too easily intercepted 


On the Pass Play Action, 
your teammate can alter his 
route to confuse the defense 
A quick move to the inside, 
then back out again might 
break him into the open 
Remember that the timing 
will be differeht, however 
You'll have to drop back 
further, allowing him to get 
back Into the set pattern 


hammers on the A 
Button. He doesn't 
need to worry about 
dralning the pleyer, 
he just has to get to 
the ball and dive the 
last few yards If 
need be 


is at about its lowest point. You don't Once kicked, the bali you can recover 
feed the lowest setting or the point hoa pu oo our om 
| furthest to the left, but the closer you about the 35 yardtine mi vents, 
— get the faster your partner Are eee cad wont be 
ui 
| can get to the ball. sela fooled twice. 
closest to the 


skieline.. 
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Passing Offense . Blitzing Defense 


Danver's great offansive strength is in tha passing arm of Elway and the 
hands of Wida Receivers Jackson and Johnson. Also look to a strong 
running gama with Humphrey and Brattan to mix up your play calling. On 
the dafansive side, fast Linabackars lad by Macklenberg provide a strong 
pass rush, while hard-hitting Safatias Atwater and Smith give you sound 
deep pass coveraga. Like L.A., San Francisco and Washington, Danver is 
athreat no mattar what play you choose. For hints on plays not listad spe- 
cifically for Danver, see tha other team descriptions. 


Sprintout Pass 


The key to this play is giving your Receivers enough 
time to complete thelr routes. Controfing Elway at 
QB, you'll drop back or sprint to the side for a count 
of 4 or 5 Sprint toward your Intended Receiver, 
using the A Button to evade the blitz, this way you 
won't have to throw back across the coverage. Your 
teammate controls aither Kay on the nght or 
Johnson on the left. Forget the middle, as throwing 
there gives your opponents a good chance at an 
interception, 


Deep Out Pass 


Johnson's route on the left takes him about 13 
yards deep, and nght on the sideline Give your 
partner time to run the pattern by dropping back s 
long way Jackson, on the nght side, cuts toward thi 
sideline. Kay runs the middie route, only 15 yards 
deep and your set up should be quick f your 
teammata chooses that route Because you're 
dropping so far back, this is a good play for your 
partner to dazzle the detense with a little tancy 
running before the pass 


All Blitz Man-to-Man 


On a goal line stand or other critical short yardage 
down, make use of Denver's Linebackers by calling 
the All Blitz Man-to-Man or Zone No Deep. Both you 
and your teammate line up close behind the 
Linebackers. Switch to a blitzing Linebacker like 
Mecklenberg if he breaks through the line Use 
turbo on your A Button if you have it, in order to bull 
through the pass blockers. As always, it’s best if 
either you or your taammate stay back to protect 


Zone 4 Deep * 
Lead Option * Drew * Blitz Man-to-Men 
Crossing Deep Pass * Sprintout Pass * 4 Man Rush Men-to-Man 
Bereen Pass * Power Sweep * Stunt 3 Oesp 
Rollout Pass * Shotgun Bomb * Pinch 2 Deep * 
Sweep * Blast * Blitz Man-to-Man 


Double Team WR. 
Ali Blitz Men-to-Men * 


Punt Fake Roiloul Pass * 


Stuni Men-to-Man 

= Lead Men-to-Man 

Hoi Blitz 3 Desp * 
Zone No Oeep * 

Hot Biltz Men-to-Men * 


Field Goal 


With Denver there's elweys the temptation to throw 
the bomb. The Shotgun Bomb is the obvious choice, 
but the Draw Feke Pess, which elso uses the shotgun 
formetion, is just es good. On eny pass pley it’s your 
job to choose the open Receiver. Don't force a pass 
to your partner. Since secondary Receivers are con- 
trolled by Player 1, your partner should switch end 
block if the pass is elsewhere. Of course, if you con- 
stently pass to yourself, your teammate might get 
engry. Don't hog the ball, end always tell your pert- 
ner if you plan to alter e play. 

Drop back once you take the 
snap, because all four pass 
routes are deep At this point, 
look at the defense Corner- 
backs often drop back 20 
yards or so to cover deep pass 
routes If you drift to the side 
and see an open field, or your 
defensive opponents are deep 


in the secondary, run straight 
ahead like crazy! 


The middla route belongs to 
Kay and Is probably the 
easiest. Johnson is on the 
left and Jackson on the nght 
Your partner should watch 
how long you scramble If it 


is more than a count of 5, he 
may have to adjust his route. 
Also, keep In mind that if a 
QB Is tired, tha ball will not 
be thrown as far downfield. 


NES PLAY ACTION FOOTBAL 


After being burned by the long bomb, your oppo- 
nents eren't likely to be thinking run. This ts e good 
time to hit them with the Power Off Teckle (or the 
Counter, which ts run the opposite wey) end remind 
them that you heve excellent Running Becks in the 
backfield. Another good time to use this pley is when 
your QBs are both low on energy end you don't want 
to risk a pass. If you run the Power Off Tackle Oppo- 
site, you'll gam the edvantage of running where your 
opponents can't see their players until you're well 
into their territory. 


Your first order of business 
18 to take two steps back 
and give the ball to your 
teammate If you don't, you'll 
have to run the ball Your 
partner should switch to a 
Lineman immediately to 
provide blocking i you keep 
the ball Look for any 
opening In the line and use 


AN your B Button to dive ahead 
tor extra yards 


When your partner has the 
bail, he should angle Just 
Inside the Right Offensive 
Tackle He might also want to 
hesitate a step to allow you 
to switch and get in front of 
him to throw some blocks. If 
the hole is narrow, he should 
tap his A Button a few times 
for extra power If he breaks 
through, you should switch — iN 
and block. 


=>) 


Action Footbal m | For example, when the offensive pley selection 
ae alleor pes yn © screen is up, point to the red triangle at the 
cards inten for | upper left comer of the flash card to Indicate 1 


ar game situations. The | the Button Hook Pass 


teammates to commu-  — 
plays and options willbe - 
out giving enything away to 
team. Use the flash cards 


or Right to show his route. Next is e neat way to ] 
[fool opponents who watch where you point. 1 


es - I 
ED Lo, EP pey o cat e ; 
a pass play, Player 2 points to Left, Center QU 


running a play 
one way. 
Surprise them 
by choosing 
Opposite 


= b n 
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WASHINGTON 


un Offense 


alanced Defense 


Washington is a powerhouse on running plays with both Riggs and Mor- 
ris in the backfield for your partner to choose from. When you add to 
them the potentiel of Rypien end Williams as runners, plus Byner on the 
backfield bench, there's no question that you Il be able to move the ball on 
the ground with this teem. On the other hand, don't discount the passing 
game. Monk, Clark and Werren can ell snag a ball. On the Defensive side, 
Weshington boasts en axcellent Linebacker corps and secondary. When 
calling pleys, you can really mix it up. 


Sweep 


Riggs Is your man on the Sweep and, although it 
isn't e specialty play, it is incredibly effective, 
especially when you switch to block downfield for 
Riggs The snap goes all the way back to your 
partner, getting the play off to a quick start. Even 
better is the Sweep when run in the opposite 
direchon The defansive team mambers can't see 
thew defenders on the lett side of the field until 
Riggs Is well downfield This gives you time to get 
out in front of your teammate. 


Screen Pass 
| Like the Sweep noted above, this is a simple but 


a 
z [EE LÀ effective play As Rypien, the QB, youll be throwing 
4 Biog e | to Morris, who is just as strong as Riggs. At the 
£O o Safety or Linebacker has crashed through the line 


snap, take two steps back. Make sure no biitzing 


`~ before throwing the screen Pass if the coast is 
De clear. Your partner should run outside while you 
AU. Switch to a nearby blocker You can also keep the 


bail if you have room to run, Look up the middle for 
some daylight. 


Hot Blitz Man-to-Man 


Call the Hot Blitz Man-to-Man on short yardage or 
when you suspect a pass Everyone Is close to the 
line of scrimmage, which means you and your 
partner don't have to biltz from deep in the 
secondary At the snap, one of you should blitz 
using his A Button or switch to Caldweii if he 
penetrates the line. The other should watch for e 
Quick Pass or Dive so the opposition doesn't burn 
you while you blitz. This is a good formation for 
goal-line stands, 


S 


WASHINGTON Playbook 


Button Hook Pass Shotgun Bomb * 
Leed Option * Bleat * 

Crossing Deep Pass * Pass Play Action 
Screen Pass * Power Right * 
Rollout Pass Slant Deap Pass " 
Swesp * Ott Block Option * 
Punt Fake Rollout Pass 
Punt Reverse Option * 
Pley Action Pass 4 
Dive * 

Quick Pess 
Power Off Tackle * 
Deep Oul Pass * 
Counter * 

Field Goa! Fake 
Field Goal 


DEFENSE E 
Zone 4 Deap 
Blitz Man-to-Man * 
4 Men Rush Men-to-Man 
Stunt 3 Deep * 
Pinch 2 Deep 
Blitz Men-to-Man * 
Doubla Team WR 
All Biltz Man-to-Men * 
Slant 2 Deep 
Bitz 2 Deep 
Zone 3 Deep 
Stunt Man-to-Man * 
Lead Man-to-Man 
Hot Blitz 3 Deep " 
Zone No Deep 
Hot Blitz Man-to-Man * 


NES PLAY ACTION FOOTBALL 


! "he Blast And 
| The Dive 


to | 
| The Blast and Dive mey look like the simplest of 
plays, but to run them successfully requires skill end 
quickness, not to mention coordinetion between 
| teemmates. The most effective time to use either is 
when the defense is in deep pass coverage, but with 
geod blocking they can be powerful goel line plays 
that punch the ball in for e score. On both, the ball 
| carrier should push the B Button to dive for extre 
yards if he is about to be teckled. By doing this, you 
can turn e no-gainer into e respectable four yard 
| edvence. 


The most Important consider- 
ation in calling the Blast Is 
that your Quarterback must 
be near full power This is 
vital because you will take 
the ball In a shotgun 
formation That means you'll 
have to run five yards just to 
reach the line of scnmmage 
With this in mind, the Blast is 
e good play for first downs. 


Once your partner gets the 
hand-off on the Dive, he'll 
have to search for a hole He À 
should look Inside the Left 
Tackle and Guard 

X | Sometimes there will be no 
Defensive Lineman over the 
Center, and then he can bust y 
Straight up the middle As 
Player 1, you should switch 
to & lineman and block after 
the hand-off. 


Teamwork depends on good commu- 
nication between you and your part- 
ner Before the game begins, work out 
some calls that let your teammate 
know when you're going to blitz, 
Switch, cut, drop beck, or when you 
need blocking help. You can just call & 
out "Biitz", of course, but that's a pretty 


eeseocssoseoroo 


ft—Block 
Optlon 


The Off-Block Option is your best option play and e 
reel ece in the hole. Played correctly, which meens 
that you pitch the bell to your teammate et the last 
possible moment, et which time you become a 
blocker, you can pick up enything from 5 yards to a 
90 yerd touchdown. It's that good! Of course, the 
better your partner's open field running, the better 
your chances of meking a quick score. You'll have the 
best success when it is played to the left side when 
your opponents are in a pass coverege formetion. 
Surprise them on third end longl 


Taking the snap, you step 
back then head for the left 
sideline Your teammate runs 
parallel to you deeper In the 
backfield There will probably 
be a Defensive End closing 
In by the time you reach the 
Left Tackle When he's just in 
front of you, that's the 
moment you pitch the ball 
out to your teammate. 


Now with the ball, your 
partner dodges around the 
Defensive End, whom you 
should be blocking, then 
heads straight upfield if it's 
open. If the defensive team 
has spotted him, he should 
angie toward the left sideline. 
Watch your partners moves 
closely and switch to the 
nearest blocker if he shifts 
direction. 


Its also important to 
signal directions On 
running plays, Player 
2 will want to let you 
know If he sees a 
hole and changes 
direction. The same 
Is true if you pass to 
a secondary 


good hint for the opposing OB to 

throw the bell. Code words ere better, 

end they add to the fun. Don't be shy, 

extra noise helps distract 

T the other team just like the 

| Wave in a domed stedium. 
N d ~ 


On defense, it's 
always a good idea 
to call out tha 
direction of a pass 
once it's thrown, just 
In case your partner 
hasn't seen where 
the pass Is going 
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New York has good running, good passing and graet defanse—just ebal 
all you could ask for in a team. Although there are many excellent playa 
you'll make use of, Simms, Bavaro end Taylor are the standouts thi 
shapa the taam. On offensa, short passes from Simms to Bavaro g T 
New York a radically differant look then most passing teams such es De: 
ver end Miami. On defense, the Linebackers led by Taylor keep consta 
pressure on opposing Quarterbacks. Switching to blitzing defendars! 
therefore highly recommanded. E 


Quick Pass 
With your teammate using Bavaro you'll want to try 


Passing Offense * Blitzing Defense 1 


ahort passes like the Quick Pass. When you control 
Simms at QB, you'll have to keep an eye open for 


| 


R 


possible interceptions over the middie The decision S pa 
to throw has to be made quickly, though, or your Noo 

partner will be out of position. Two steps back and | = i 

throw! Once your teammate has the ball in the 

middie, he'll tum upfield. You should switch to block E 


for him as your opponents are likely to have men in 
the area. 


Punt Fake 


Simms ls not limited to short passes by any meant 
On the Punt Fake you have three good Receivers 
running deep patterns. Manuel, the best New York 
wide Receiver, runs the middle route and is your 
intended Recelver. Since you're starting in what is p. 
really a shotgun formation, you can wait for a count y 
of 4 or 5 before throwing. That should give your u 
teammate all the time he needs to get open Dont ty 
count on too big a surprise, though On a real punt y 
there Is a kicking arrow f 
: 
[ 
| 


Blitz 2 Deep 


The Blitz 2 Deep la particularly effective dua to the 
speed of your Linebackers. Both you and your 
partner are positioned well off the line, so you can 
see the play unfold then switch to blitzing 
Linebackers if any break through the line, which is 
likely. On passing plays, It's always a good idea to 
have Player 1 switch while Player 2 stays back to 
cover the pass. Or vice versa. Also, if the play goes 
to the left, remember that your men are off the 
screen Switch early! 


f 


Button Hook Pass * Drew Fake Pass 

Lead Option * Draw 

Crossing Deep Pass * Rollout Pass 
Pitch Qut * 
Pass Play Action * 
Power Right * 


Sprintout Pass * 
Power Sweep * 


Field Goal Fake 
Fiald Goal 


DEFENSE MEI 


Zona 4 Deep * 

Blitz Man-to-Man * 

4 Man Rush Man-to-Man 
Stunt 3 Deep * 

Pinch 2 Deep 

Blitz Man-to-Man * 
Double Team WR 

All Blitz Man-to-Man * 


Slant 2 De: 

Biitz 2 Deap 

Zone 3 Desp 

Stunt Men-to-Man * 


Lead Man-to-Men 

Hot Blitz 3 Deep * 
Zone No Desp 

Hot Blitz Man-to-Men * 


he Pitch Out Is 
Simpie And Potent 


The Pitch Out is basically a sweep play with super 
blocking. The reason for this is that your teammata 
sets up as a Fullback with a Halfback running inter- 
ference for him all the wey. On short yardage downs, 
or even on first down, you can pick up a lot of raal 
estate with Carthon bulldozing down the field. it's 
also a simple play that you and your partner won't 
heve to practice ahead of time. You can further con- 
fuse tha opposing players by substituting a fresh 
Receiver before the play. They may well choose e 
pass dafanse and be out of position. 

As the QB, your only job, 
aside from calling for the 
snap, Is to switch to the 
blocking Halfback and pick 
up any nearby defensive 
Players. You won't have to 
worry about a hand-off 
because the ball Is automati- 
cally snapped to your 
partner. Once it is In his 
hands, he should start 
hoofing it toward the nght. 


Past the line of scrmmage, 
your partner should start 
using open field running 
techniques, such as using 
his blockers as picks and 
running away from defenders 
ai a right angle For your 
part, stay with a block only 
long enough to allow your 
partner to run by, then break 
free or switch to a blocker 
further upfield 


Tumovers are not always the result of 
flukes or bad luck. You can make them 
happen. To intercept or deflect a pass 
requres that you remember two 
things. First, play the Receiver close, 
but keep to the inside and Just slightly 
behind him. When the pass is over- 
head, let go of the directionel control 


A. 


utton Hook Is A 
Bavaro Showcase 


The greet thing about the Button Hook Pass is that it 
is a short pass, but not es likely to be intercepted as 
the Quick Pass. Bevero, from the middla position et 
Tight End, is the primery Raceiver. Manuel, on the 
left side, ıs your option, end e good one. Your partner 
may choose to go with Menuel because there is less 
traffic near the sideline, which means the pass is 
aasier to catch and, once caught, eesiar to gain extre 
yards. The Button Hook is a good play for second 
down and short when you have nothing to lose. 


You must drop back quickly, 
though not too deep, and 
throw the pass nght away, 
because all the routes are 
fairly short. The name Button 
Hook refers to the fact that 
the Receiver will come back 
toward the QB to catch the 
ball it's safer than the Quick 
Pass because the Receiver is 
p In front of the defender 


if your teammate chooses 
Bavaro's middie route, he'll 
run straight out then take a 
few steps back to catch the 
ball There will probably be 
defenders around, so you'll 
have to dodge quickly to 
avoid being tackled Luckily 
Bavaro has good speed. On 
the outside, Manuel may be 
In single coverage and able 
to catch it on the run 


On field goal and 
PAT. attempts, you 
can defiect a kick or 
block it From your 

positions, just behind 
the line, rush in at an 
angle using your A 
Button Just before 
the kick, push B to 


Another kick blockir A basic strategy for ali 
end push the B Button. You'll leap strategy is touse downs is to have one 
Straight up for the interception or de- Turbo eee 

i i switching to up 
flection, which is almost as good. Your 3 ae 


opponent will also think 


twice before putting the ball try to block the kick 
in the air agein. H by diving or leaping 
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Running Offense — * Blitzing Defense 


If you choose Miami, you choose a taam that's as homa in the air as 
747, and with about the same long distance range. This team was mad 
to pess. Marino to Clayton, Duper and the Tight End, Edmunds is tl 

focus of your offanse. But Logan at Running Back can steal soma oft 

attention whan ha suddanly sweeps out of the backfield or takes a scree 
pass. On tha defensive sida of the fiald you hava two fina Cornerbaci 

helping out tha Free Safetias Oliver and Williams. But, lika Houston, t 

Miami taam is one of tha weakest overall. 


Play Action Pass 


Duper on the left side runs 2 medium deep route 
and Clayton on the right runs a short pattern When 
Duper is the intended Receiver, you should drop 
back 3 or 4 steps to allow your teammate time to 
get into position. Throwing to Clayton is much 
quicker. Take two steps and throw The middie route. 
is to Smith, who comes out of the backfield. You 
should throw the pass alter a single step. Once the 
pass is caught, switch to a blocker to give your 
partner some running room. 


Shotgun Bomb 


Marino can be devastating with this play, lofting the 
bali 30 yards to speedy Receivers, who can tack 
an equal number of yards once they've snagged ti 
ball Edmunds runs the middle route, Duper the left 
and Clayton the right. Any one of them is a good 
choice Your partner should choose different routes 
and use the Opposite option so the defense won't 
start catching on to a favorite pattern As OB, you 
won't have to drop back, since you're already in the 
shotgun formation. 


Deep Out Pass 


To make full use of Marino and his Receivers, try 
the Deep Out Pass The three routes—one short, one 
medium and one long-spread the offense all over 
the field. As B result, each of your Receivers will 
probably face one-on-one coverage, which gives you 
an advantage You'll know where you're going, but 
your defensive opponents won't. Clayton on the right 
offers the most tempting target, but mix it up. 
Choose Clayton one time and Duper on the left the 


MIAMI Playbook 


Button Hook Pass Oraw Fake Pass * Zone 4 Ceep * 
Lead Option * Oraw Bilz Man-to-Man * 
Grossing DeepPass* Rollout Pass * 4 Man Rush Man-to-Man 
Pitch Qut Stunt 3 Deep 
Shotgun Bomb * Pinch 2 Deep 
Blast Blitz Man-to-Man * 
Pass Play Action * Double Team WR 
Power Right All Blitz Man-to-Man * 
Slant 2 Oep 
Bitz 2 Osep * 
Zone 3 Osep 
Stunt Men-to-Man 
Lead Man-to-Man 
Hot Blitz 3 Deep * 
Field Goal Fake Zone No Deep 
Field Goal Hot Bitz Man-to-Man * 


MINDSCAPE PRESENTS GAUNTLET JE TM 
“TM ATARI GAMES CORP. © COPYRIGHT 1990 
TENGEN ALL RIGHTS RESERVED 


Come, young adventurers . . . gather your belongings, 
your weapons and megic, and stap through this 
magic portal into the dark dungaons and misty undar- 
world below. Come, with your fenciful idees about 
dragons, maidens in distress, end treasure, for you 
shell find them ell, but bewaral You are not tha first 
young souls to travel here. Meny heve entared with 


tha sama resolve | now sea in your eyes, and all heve 
feiled. Come Thor, with your skill in battle, end Merlin 
the powerful megician. Come Quastor of the quick 
feet and you, Thyre the cunning Velkyrie. Come and 
axperience incradible 4-playar axcitement. Coma end 
run the Gauntlet .. . 


THESE ITEMS WILL AID YOU YOUNG WARRIORS 


Hidden in the dark recesses of tha 
Gauntlet are many items that can 
aid you on your quest, laft behind by 
adventurers less fortunate that 
yourselves. Soma of these itams 
are ebsolutaly essentiel to you, 
whila others ara not. Taka whet you 
need, end remember your fallen 
brothars, for without the itams they 
have laft bahind, you will most 
surely perish hera, miles beneath 
tha land you call home. 


Shoot the Blue Potion from 
e distance, and it will work 
just as if you were holding 
It. This can be extremely 
helpful when Death Is 
chasing you. 


Use Potions to destroy the 
more powerful enemies, 
such as Deeth and Acid 
Puddles. Unlike the Blue 
Potion, you must pick up 
the Orange Potion to use it. 


A Poison Potion will 
decrease your Life Level by 
100 points The best way to 
deal with this menace i$ to 
shoot it and get it out of 
your way. 


Poison Cider acts just like a 
Poison Potion However, If 
you shoot the Poison Cider, 
it wilt slow your enemies 
down for 6 short time 
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Long ago, someone 
dropped this bottle of cider. 
Drink It and you will regain 
100 Life Points. 


Ah hal You heve found a 
plate of food. Eat it and 


gain 100 Life Points, but eat 
quickly. | think | hear 
something coming down the 
halll 


You have found some cured 
meat. It will restore 100 Life 
Pants if eaten Ect, 

lad.. you will surely need 
your strength before the 
day i6 out. 


This Amulet will make you 
temporarily Invisible Go 
quickly, before the effect 
wears offi 


Wear the Amulet of Repul- 
siveness, and the hideous 
creatures of the underworld 
will be frightened and run 

away from you 


The Amulet of Invincibility 
will protect you from 

recelving any wounds for 6 
time, so use it wisely 


This item will cause your 
weapons to reflect off of the 
dungeon walls and help you 
defeat enemies in those 
hard-to-reach areas. 


This Amulet will give you 10 
Super Shots These Super 
Shots will destroy all monsters: 
they come In contact with until 
the shot hits a dungeon wall. 


Use the valuable Transportabil- 
tty Amulet to walk through walls 
and other obstacles With it, 

you'll be able to pass through 
any solid object for & short hme 


Hidden treasure Is the 
reason most young edven- 
turers try their luck In the 
Geuntiet. But 

beware. . greed will most 
certainly cause you harm. 


The myetery potlon may 
contain delicious cider or 


deadly porson. Drink It at 
your own peril. 


Use Keys to open the many 
locked doors found in the 
Gauntiet Keys are plentiful, 
but if you use them foolishly, 
you will surely perish. 


Some special treasure boxes 
will have to be opened with a| 
Key, but usually this means 

the treasure inside will be of 
a better quality 


Descriptions of tha Gauntlet are f 
shrouded in mystary end confu- 
sion. Every traveler who raturns 
has e different story to tell, so it 
seems thet tha levels change each 
time you entar. However, the few 
who heve returnad all agree in 
some form ehout the first 5 levels. Mainly Ghosts and Grunts 
Here is e description of what is inhabit Level 1, but there 


known to be true. is rumored to be a 
secret exit to Level 6. 


Watch out for the "It" 
monster If it touches 
you, all the monsters will 
be after you, 


There are many more 
monster generators here 
m than before Also, be on 
M the lookout for Death You 
won't be able to beat 
tum with regular weapons, 
M so hopefully you've 
saved a few potions. 


The exit in this level 
magically moves from 
— place to place If you 

i find a location where it 
" has been before, have 
; patience, as it will 
surely return. 


The Gauntlet? 

Jas if Thara is no way to tell in what 
order you will ancounter tha 
levels efter Level 5, but it 
seems that aventually you will 
come upon soma of these very 
tricky places. This level will 
scroll forever in any direction, 
and will keep repeeting itsalf. 
Just find the exit somewhere 
near the center and don't 
attempt to explore the whole 
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Friends Or Foe? Be Careful Of Hitting Your Se | 


Your shots will damage other = 3 
adventurers in your party in this - j — E Ew 

| level, so be careful. The best Ms, m 2" m = + | 
Strategy is to spread out so E : p e : 
there is less chance of hitting 


one another. 


imu ae 


| DE 9 
| do ‘= so 
a a: 
ee x. n 3j 


Match Out For Reflecting ci dies 


thd) n E : Reflective shots from other 
444 errei: om ngia " E Players and even from yourself 


^ ema pie are more dangerous in this level! 
than the many monsters you 
will have to defeat. Spread out, 
and be sure to fire only when 
you absolutely have to. 


RNE prie TRE 
EN a 


la > 


Ouch! If you keep 
shooting yourself, 
the monsters are 
going to be out 
of a job! 
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this level, they will 
become stunned. They won't be 
letamave for a few seconds, 
giving the enamias plenty of 
tima to gain tha upper hand. 


“Yow! Watch where you're shooting 
wizardl!" 


Doors, D 


oors, And More Doors 
p [xs TRE x e RR This level is fillad with doors, 
but thare are enough Keys lying 
around to grent you passage 
through the leval. However, you 
still must be wery of using all of 
your Keys too early. Thrift, 


young heroes. . . thrift. 


—-—— mE 2 À 


Open too many doors at once, and 
you'll be surrounded by rampaging 


enemies 
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ar adventurers, is e 

amwork If one of 

as to stray too far 

ith of the others, he 

might become trapped forever! 

Stay close, end let one playar 

maneuver through the Invisibla 

Walls, white the other players 
simply follow. 
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Many false Exits fill this level; 
Spread out, and try them all, for 
there is no way to tell a true Exit 
from a false one, until you have 
stepped inside its magical 
boundaries 


By running in a zig-zag pattern, you 
can identify the false Exits much 
more quickly. Go now, and 
godspeed! 


GAUNTLET Il 


Somewhere in the deeper levels 
you mey find e powerful Dra- 
gon. Not much is known of 
these mysterious beasts, but 
you can be sure thet if you do 
meet e Dragon in the depths of 
the Gauntlet, it will be the stron- 
gest of all enemies you face. 


Use all of your Potions here, if you 
have any leftl 


THE DRAGON'S HORDE IS YOURS! 


EXTRA SHOT POWER EXTRA SPEED 


H 


Use one of your You can use Super 
party members to Shots to destroy the 
anchor the top of Dragon, but then 

tha screen, so that the Dragon is — you teke the risk of also destroying 

just visible et the bottom of the his treasure horde. 

scraan. From this position, you will 

be able to atteck him without 

allowing him to use his powerful 

Breath Weepon. 


Keep one party member at the right You defeated the Dragon, now hold your 
part of the screen &s an anchor fire or you'll destroy the treasure! 
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Ls 


Litesim'theGauntlet is no easy tesk, 
young heroes. If you are to survive, 
it will take all of your cunning, 
guile and might, and a bit of luck 
as well. The fate of those entering 


Staying in a certein spot, while the 
other characters explore. This will 
allow you to get to heavily guarded 
Items easily, because not all of the 
enemies will be allowed on the 


How To Survive Life In The GAUNTLET 


this vile“ płace is almost always screen. 
determined by how well they work 

together. The screen scrolling in 
Gauntlet II can be used to your 
advantage if you are clever. One 
player can anchor the screen by 


wur 
You charged ahead foolishly, QE TI q 


and now you will pay the price 
of inexperience 


Dia@oiial Attack 


The Red Wizard anchors the screen while 
the others explore. 


You can attack enemies at a piace where two walls 
meet diegonally. Using this technique will allow youto 
battle the monsters one at a time, end using the walls 
as protection will reduce the effect of wounds you 
sustain. 
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eee 


| 


Donot trust your eyes. Some walls 
that seem solid will break away 
easily when shot. All is not elways 
as It seems, young adventurer. 


E x 


Sometimes, you can 
‘even find items or food 
hidden in these walls 


iting Walls 


Use Poison To Run Out Of Keys? 


Your Advantage 


Shooting Poison will cause a poi- 
sonous fog to slow down the on- 
rushing enemies. One of the ways 
to survive the Gauntlet is to turn 
disadvantage into advantage. 


Shoot the Poison and buy yourself 
some much needed time 


Try This Tactic 


If you run out of Keys find e safe 
spot and hide. If you do not attack or 
move for 120 seconds, all doors on 
the level you are on will open! You 
constantly lose life in the Gauntlet, 
even if no enemies are attacking 
you. So, be sure you have enough 
life to survive the weit! 


UL 953 "p pec 


1 ise ante o o) 


What stranga magic is this? The doors 
have opened by themselves! 


ve Patience, And All Will Become Clear 


Patience is the key to many things. If 
you can stey ebsolutely still without 
moving or attacking for 135 
seconds, all the walls on the level 
you are on will turn to exits, and you 
will be able to go on to the next 
levell 
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Thor Is The Key 


Each player can only hold 6 itams, 
so try to keep tha Keys in tha hands 
of tha non-magical charectars, 
aspecially Thor. Thor is a great 
fightar, but his magic skills are cer- 
teinly not worth bragging about. 


mae 
Pn a 
Drat! Lots of keys and no magic when 
you need it. 
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Magicls For Merlin 


Merlin should not pick up eny 
Keys, so that ha will be able to 
carry Potions. Merlin is by far the 
most skilled in the arts of magic, 
so keep him stocked with 6 
Potions if possible. 


ed. 


Keep running into 
the Transporter to 


1 
Uh Oh, 
You're It! 


Whoever gets hit by this glowing 
sphare is "it", which means all of 
the anemies will chase that 
charecter until ha touches 
someona alse. The best thing to da 
is let Questor be "it", because he is 
the fastast, and will be able to 
avoid the mon- 
sters the easi- 
est. 


Touch Questor and let him lead them ^ 
off your path. 


| 


| 
Whanever you usa the Trensportars, you will 
automatically dafeat any enemies you land onj 
when reappearing. A wisa stratagy when con- 
fronted many anemies, especielly Deeth, is to 
menauver so that only one Transportar is on the 
Screen, and you can simply bounce off of it and 
destroy the monstars thet heve you surround- 


B GNE 25858 = 


TheLowMan Learn The | Diagonal | 
Gets The Task Move To Collect 


If one of the party members is run- 


ning low on energy and won't be 7 E : E T 
ableto make it to eny food, let him Sometimas you will see treasure and items on the other side of two Exits 


take the laed and go down fight- thet seems impossible to reach. Tha only way you can collect this treesure 
ing. This will save the other IS to walk diagonelly between the Exits. This is a very tricky maneuver, and 
charecters' energy, and the player will certainly take some prectice to master. 
who mada this heroic last gesture 
can re-enter the game at full 
Strength using the Continue 
Faature. 


M ML Kp m. 


Walk diagonally, and 


We'll never get to that! 


presto! 


Lure Enemies Into Beating Themselves 


bE... 


Quick! Get out of the way! 


And Live To Fight 


UM) 


Another Day 


muy  Deeth and the Acid Puddles are very tough ene- 
€! — mies, but they are not very smart. They will 
alweys chesa you in a streight line. The trick is 
to trap them behind walls or items, as they will 
= not manauver eround 
a Ga 5 items es long es they are 
! directly between you 

and them. 


Leave them on the other 
side of the wall and you 
can continue safely 
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WHAT WILL YOU FIND IN 
THE MYSTERIOUS SECRET ROOM? 


Hidden somewhere in the depths of the Gauntlet are 
mysterious secret rooms. Legends tell of great trea- 
sure and powerful magic items hidden behind their 
walls, like those you gain from the Dragon's horde. 
Sadly, the way to enter these rooms has long been lost 
as the sands of time fall slowly over our land. The tales 
are great among the inns and castles, but who is to 
say who is telling some forgotten truth, and who is 
simply spinning tall tales. The secret to finding these 
rooms is hidden somewhere in the Gauntlet itself, so 
they say, but only the bravest and most wise of edven- 
turers will ever see these mysterious rooms. Seerch, if 
you will, but remember that many have failed before 
you, and probably many will fail after you have long 
since given upthe wandering life of a dungeon explor- 
er, and settled down to a comfortable life ebove 


Will you be one of these that finds your way to these scarcely 
entered halls? 


Player Extra 


FOUR 
NINTENDO "AME 


4-Player Extra 


The non-stop action of the World’s most popular sport combines with the ability for 
up to four players to join in, making Nintendo World Cup a real crowd pleaser. Com: 
munication is key as two players on each 
team control their individual team mem- 
bers and, at the same time, give direction 
to their computer-controlled teammates. 
Corner Kick Saves, Bicycle Kick Super GP 
Shots and miracle downfield boots to O 
waiting players show that teamwork pays. e 
Get your friends together and face-off , 
for fun and exciting World Cup action. 


Select Your Surface 


While the World Cup tournament for 1 or 2 playersis surfaces send the ball bouncing high and make for a 
strictly on natural turf, the multi-player matches can fast ground gama. Soft surfaces absorb tha impact of 
take place on several different playing fields. Hard the drop and slow down tha roll of the ball. 


Li 
v 
a aed | 
The traditional World Cup surface offers The ball bounces soft and shallow on The ball stops almost Immediately when 
good ball speed and soft landings. the soil and makes for easy control tt hits the sand. Bounces are low and 


slow 


A - 
Rocks and dirt on this unkept field High bounces off the concrete can The no-friction frozen field can cause 
cause players to lose their footing. Cause the ball to get away the ball to get out of control. 


Set Up A Game Plan l 


Computer controllad players will follow rules that —T 
you set for them before the game. Take your team- them more incividual! 
mates' abilities into account and choose a plan control If they re sig 
that suits the team. If your plan isn't working, you and relatively weak, 


can changa it at halftime. make them play 
conservativaly. 
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A-Player Team 


The teem from the USA is the only 
Squad with players of varied skills. 
Each of the six players has his own 
signature Super Shot and a focus 
on offensive or defensive skills. 


Tha veriety of Super Shots will 
always keep opponents guessing. 
Some can be shot from anywhere 
in the field and still blaze to the 
goal. Even when the Bicycle Kick 
has run out of steam, the USA 
Team carries out the Super Shots 


with style and finesse. 


EWR 
Ld. 


Stam it in with the Super Shots. 


TEAM STATS KEY 


A suggested area of coverage 
which can be changed If you see 
fit. 


Fast runners can cover more of the 
field and should be bail carriers. 


Stats 


Some of the five teams that participate 
in four-player matches have natural 
athletic advantages. 


LJ 
Talented and Diverse 
| NAME | POSITION SPEED | H.P. | 5.8. | G.K. DEFENSE 
| DON GOALKEEPER 2 40 3 60% i 
.DAYV | FULLBACK 2 | 40 3 405 — 
BRIAN | FULLBACK A 38 P 40% 
TONY | FORWARD 6 50 7 50% 
MARK | FORWARD | 4 40 7 30% E 
TERRY | FORWARD ] s 40 7 309 


One thing that is consistent about 
the pleyers of the USA squad is 
thet they re ell slow runners. When 
opponents have the ball, members 
of this teem often have difficulty 


catching up. 


The slow USA players are no match for 
speedy opponents in downfield races 


One of the best. 


q 


Know your teammates by their 
given names, 


Shot Steps 
GK. Defense 


Since ell of the players are slow, 
have them pass frequently instead 
of trying to overtake opponents. 
Keep the Goalkeeper near the Goel 
and let your computer controlled 
teammates beck you up with 
passes instead of trying to shoot 
for the Goal themselves. 


m———— A conservative team 
= a effort works best for 

| the USA squad Pass 
am often. 


Each tackle and hit from the bali 
takes Hit Points from the players. If 
the player's Points run down to 
nothing, he'll be out until a Goat is 
scored or the half is over 


The number ol steps a player must 
run with the bail to send out à 
Super Shot 


The player's percentage as a 
Goalkeeper at catching Super 
Shots. 
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4 Player Extra 


The talents of this teem ere con- 
sistently lower then their competi- 
tors. They have very little speed 
end strength end should only be 
chosen if you're looking for en 
extra challenge. 


STRENGTHS 


When the Bicycle Kick can no 
longer be used to make Super 
Shots, you can rely on a relatively 
low number of steps needed to 
belt the ball toward the goal with 
extra power. 


Dribble the ball only five steps to send 
out a Super Shot. 


The team is basically unskilled in 
all categories. Their weekest point 
Is strength. If they re tackled or hit 
by the ball just a few times, they'll 
hit the ground. 


The members of this team tend to lose 
energy very quickly 


Not so good. 


Where The Action Is: 


Two Of Best Teams Face Off 
In 4-Player Match 


€» 
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Heres a start to hirisn report 
of a typical game The maich 
has been made lts a 
showdown between the fast 
and strong Italian team and the 
multi-talented USA squad. The 
USA won the toss and they're 
just about to . 


Since they are slow, your players 
should pess frequently to keep 
possession of the ball. If they 
dribble for a long time, they'll be 
taken over. Avoid tackling your 
opponents so that they can con- 
serve Hit 
Points, and 
keep your 
Goalkeeper in 
the goal. 


Play keep-awey by passing offen. 


NINTENDO WORLD CUP 


Theyre not the fastest or tha 
| strongest, but the England team 
| can hold its own in a match with 
any other squad. They'll withstand 
a lot of tackles before falling and 
stop a lot of Super Shots at the 
Goal. 


Statistically, the England team is 
the second worst of the four- 
player match squads. They do, 
however, have reasonable speed, a 
good backfield and a tradition of 
Soccer excellence that could work 
psychologically in their favor. 


Run quickly and reform the defense 
when opponents take the bali 


To move the baii upfield, Tony breaks free 


from his coverage and receives the pass 
from Tarry. 


ENGLAND; < 
AN 


After the team has made five 
Bicycle Kick Super Shots in a half, 
they must run eight steps with the 
ball to send out another Super 
Shot. With ther speed, those 
staps could be difficult in a pack. 


Opponents can take over in a dribbling 
Super Shot attempt 


Not a squad for beginners. 


Weak Strong 


Tony bounces it back to Mark, 
setting up a Super Shot attempt 
its goodt 


_GK Defense 


Against good opponents, the team 
should pass frequently and mark 
players as defensively. When tak- 
Ing on weaker opponents, they can 
take a more aggressive approach 
and run with the ball. 


speed advantage 
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The German squad is the best in all 
categories except for running 
speed, where they ere tied with 
two others. High Hit Points and an 
excellent dafense against the 
Super Shot make them a great 
choice for beginning players. 


The ball won't end up on the Ger- 
man side of the field very often. 
When it does, though, it will sel- 
dom make its way through the 
Goal. Mambers of this squad can 
anter à pack and emerge with the 
ball consistently. 


UC “Ho 


Members of the German team have a 
definite tackling acvantage 


y 
AM, 


Opponents to the 
German team will be 
hard pressed to get 
the ball through the 
goal Even the strong 
Super Shots are 


percent of the tme 
by this strong squad 


USA. IAY 


After the initia! USA score, both teams 
have bean scoreless with the half almost 
complete italy now makes a new attempt. 


42 STRATEGY GUIDE 


Stopped more than 50 


While there really are no weak- 
nesses to this excellent team, their 
least impressive statistic is run- 
ning speed. Since the players do 
tend to be larger than those on 
other squads, they can run only as 
fast as the Italians. 


Number Onel 


The Germans are 
not known for 


p e ss 


There's no need to pass often with 
the German squad. Even though 
some taems can run just as fast, 
the Garmans can easily racover 
possession. If you want an extra 
man in the action, let tha Goal- 
keeper leave the Goal. 


on the offensive 
Tackle them before 
they have a chance 
to shoot. 


With their quick dribble and team 
finesse, Italy makes a late try for the 
Goai. 


NINTENDO WORLD CUP 


The Italians are second only to the 
Germans in all-around team 
strengths. They re as fast as any of 
their competitors and they can 
stop the Super Shot consistently. 
Their own Super Shots, though, 
will take time to perfact. 


Speed and strength rete high on 
the Italian squad. Their advantage 
is in endurance and Goal Line 
showdowns. They may not be as 
flashy as tha German team but, in 
the right hands, they'll be able to 
go just as far. After some axperi- 
ence with the German team, 
choose tha Italians. 


jo 


fe 


Run it down end shoot it in 


its in the ar, but, tim: 


À running Super Shot for the Ital- 
ian squad requires 13 steps. Since 
the players run quickly it can be 
difficult to count tha steps. You'll 
have better luck with e Bicycle 
Kick. 


Da 


The Italians must run the bali almost 
half the iength of the field tor Super 
Shots 


An all-around unstoppable taam. 


The Italians have no need for 
Constant passing. Let your team- 
mates dribble and shoot often but 
have the Goalkeeper stay in his 
place. Even though they are a good 
team, a conservative approach is 
recommended. 


Have the 
Goalkeeper stay 
hear the Goal 
He's crucial to 
your success. 


HALF TIME 
Usa TA 


1-0 
" 


The USA team Is saved by the end of 
the half 
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Soccer is a game of speed and strategy. 
Here are some tips to help your team 
work together. 


Winning Techniques 


Corner Cue ——_——————e Super Shot From Anywhere-e 


When your opponents kick the ball out of bounds et The USA squed hes e player that can curve his Super 
their end, take edvantege of the Corner Kick end set- Shot so thet it will elweys go for the Goel. Keep Deyv 
up e scorel in e fer corner and try for e long lob in his direction. 
He'll send it flying with e Bicycle Kickl 


"ub cR 


Your opponents sometimes Stand near the Goal and 
kick the ball out-of-bounds Bicycle Kick it throughl The other side kicks Dayv sends it nght back. 
on thelr end the ball down field. 


Give And Go 


Bring the bell downfield in e hurry end keep it from — elweys passing es soon as they get the bell. The zig- 
your opponents with the clessic Give end Go strategy. zag pattern keeps opponents running back end forth, 
Two pleyers run the length of the field side by side, never quite reeching their man in time. Even the 
slowest running teams can 
meke use of this stretegy. 


Your opponents will always be 
one step behind with the Give 
and Go 


Run down fietd with your partner at the 
distance shown and keep passing as 
you receive It, 


The second half la underway and Italy 
is coming back with the consistency 
and strength they're known for, 


The USA team tries to come 
back but the Italians are too 
fast. They take it away again 
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Leap And Bounds ——— —— e 


Slow players can actuelly move faster by jumping 
repeatedly instead of running when they're trying to 
Catch up to the bell. 


Pick yourself up and do it 
again. 


Pull Them Away 


Pull the defenders from their positions by dribbling 
the ball down the side. By the time you get to the far 
corner, your teammate waiting close to tha Goal will 
be alone with e streight shotto tha Goal. Pass it to him 


Jump head first downfield. 


NINTENDO WORLD CUP 


Angle It In 


Players can run, pass and shoot in eight directions. 
Diegonal shots often will go right past Goelkeepers 
who are looking for the straight shot 


alia 


The Goalkeeper is ready for 
a straight shot. 


Make him dive for it with a 
diagonal 


quickly and he'll have e clean try for e score. The com- 
puter players do use a zone defense but you can catch 
them off guerd. 


Run down the line and let 
your opponents close in 


Quickly bounce it into the 
Goal before the other side 
reacts. 


When you pass, the ball elways goes to your closest 
teammate. You can send it ell of the way down in a 
hurry, though, by shooting and alerting your partnerto 
catch up with it at the other end. 


The shot ts faster than the 
pass, Keep your partner clued 
in on when you're going to 
send it down. 


n 
Ip 


To perform the Bicycle Kick Super Shot, you'll heve to 
get e teammate to pass the ball to you in the air. When 
you have control of the ball, pass it to your taammate, 
and whila its on the way to him, press the A Button so 
thet he'll pass it back immediately. Since he'll know 
that ha's supposed to pass the ball to you befora he 
even has it, he'll bounce it back with a high lob off his 
head. It'll come back to you with more than enough 
height to Bicycle Kick it on through. 


A ral 


The ball will have a lot of 
height if your teammate [s 
above you 


Bicycle Kick off e high lob 
and you'll score almost every 
time with an incredible Super 
Shot. 


Player Extra 


VE. dm P 
e SAD 


` Za 
Swords and Serpents” is a trademark of Acciaim Entertaiment, Inc. 
© 1990 interplay Productions, Inc. 


4-Player Extra 


| A Shadowed Maze Conceals An Anclent Evil 


Where the Serpent came from nobody knows, but its very presence in the land spells 
chaos. Countless are those who sought and failed to rid the worid of this menace, stealing 
into the labyrinth horne-of the Serpent, armed with sharp steel and rumors . 


Now, another four wili take the challenge. 


. and hope. 


X. RE ete MN ees 


Legend tells of e men known only es the Ruby Werrior 
for his ring, his shield and sword and crown, which 
bore the precious stones. Itis said thet one who would 
defeet the Serpent must heve these items. Seek them 


As the four of you descend 
into the labyrinth for the first 
time, you ere bold, but untest- 
ed. The wisdom and strength 
of experience you require is 
geined through bettling foes. 
Save the game each time you 
attain e higher Experience 
Level. 


Defeat ıs not the end of 
your quest. Vislt Temples 
to revive fallen partners. 


Armored men, whose spirits have been corrupted by 
the Serpent, guerd the stairwey to Level 2. The warriors 
of your party should ettack when they can. Watch the 
position of the sword end 
shield and strike exposed 
areas of the enemy. Your 
megicien should use Heal 
when energy levels drop. 


4-Player Extra Strategy 


Follow Your Leader 


One member ofthe perty must 
lead the others on their quest, 


E 
3 


controlling the direction of 
trevel. How you choose is upto 
you, but choose wisely. 
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in the meze. Seek elso clues to the location of the Black 
Crystal, with which you may teleport from Level 1 to 
Level 13. Throughout the levels you will uncover magi- 
cal items, but visit Armones, too, and listen for clues. 


[2] Locked Doors 


. Teleporter* 
(to Level 6) 
Information 
Information 
Temple 
Wise Man 
Information 
Wise Man 
Information 


Doors Secret Doors [i pay 


. Information 
. Wise Man 
(Black Crystal Puzzle), 
. Wise Man 
Armory Shop 
|. Spell (Sting) 


zommooo » 


*Note: To use Teleporter (A), see page 52 


SWORDS and SERPENTS 


The second Level holds greater dangars and " 
greater rewards for your fearless band. Learn the 
secret of treveling swiftly through the meze via Zoom 
Tubes and Teleporters. Search for tha Great Sword in 


ElDoors ^ EJSecretDoors [lStairways | 
S Locked Doors d 


Spell (Shield) 
. Information 
Great Sword* 
Wise Man 
Wise Man 
. Teleporter 
(to point L) 


. Zoom Tube 
(to Level 1) 

. Information 
Information 

. Information 
Ruby Glasses 


X The Great Sword is hidden somewhere In this maze of tiny 


RR ER 
NNRNNNANNNSAS 


Share The Burde 


Each playar should be assigned --— 
aspecial task: 1-The Leadar, 2- 
Map Maker, 3-Message Keeper, 
4-Monster Tracker (who keeps 
track of monster strengths). 


f the Maza of Doors. Unlock the mystery of the hidden 


chamber, which holds the first of the treasures left by 
the Ruby Werrior. Above all, gain strength and wis- 
dom for the trials ahaad. 


How it came to pass that such useful devices were built 
in the labyrinth is a great mystery. Take care to map 


where each begins and ends. 


La 


{j 


The Zoom Tube sweeps your 
party up to the previous level 
Use It to return to the Temple 
lo restore energy 


Teleporters may warp the 
adventurers between levels or 
between two points on a 
Single level. 


4-Player Extra Strategy 


i If you have two magiciens in 
à your party, each should be in 
: charga of keeping one of the 
} fighters or thieves healthy dur- 
: ing battles. 


When you first arrive at 
the chamber where the 
Ruby Glasses ere hidden, 
you will find a Gold Lock 
on the door. Thera is noth- 
ing that can be done about 
it until you return from 
Level 3 having won the 
Gold Key. 


Magician, Heal Thyself 
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4 Player Extra 


The cunningly complex design of tha Serpent's meze ^ further you journey into the roots of the Earth. But 
hinders your party as you explore this third treachar- here, too, you will discover a valuable Horseshoe, a 
ous level. Everywhere are doors thet won't budge, trap Gold Key and the Mirror Shield. Words from the Wise 
floors end foes who grow stronger end smarter the Men may save your lives, so listen closely to him. 


SEZ Triple Trou LEVEL3 


To heroes who have traveled this far, fighting fiends 
and ghouls at every step, the complex locking mecha- 
nism of the inner doors may seem an unnecessary pre- 
caution. Hasten your descent into the maze by follow- 
ing the sequence of Remote Triggers listed below the 
mep to unlock the doors. Go first to point L, then points 
E and |. 


When you have tripped the 
three Remote Tnggers and 
the final door stands open, 
move on to the dengers of 
the northeast quadrant 


| EjDoors Secret Doors [NTMStarweys 
| Bj Locked Doors k 


Spell (Deadeye) . Remote Trigger 43 
Mirror Shield Wise Man 

Gold Key . Information 

. Magic Fountain . Remote Trigger #1 
Remofe Trigger 42 Information 

Wise Man Information 

. Information . Zoom Tube (to Level 1) 
Horseshoe 


Hidden iong ego in the floor tiles of 
the maze were traps to wound 
unwelcome visitors like yourself. 
On this level, such traps are found 
only in the northeest corner, but 
elsewhere in the maze you'll Avod damage 


encountar more of them. squares by keeping 
near the wails 


ro0mmoom» 


as 
Es And The Password Is... 


Swords and Serpents provides five — character who is too strong or weak 
passwords--four for charectersand ^ for the level of your game. He will 
one for the geme--so thet you mey either hinder progress or make 
use characters from other Swords things too eesy. 

and Serpants quests in a continuing 
geme. Just beware of entering e 


gr 
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SWORDS and SERPENTS 


Endless, winding corridors teeming with enemies Death Mist spell is hidden here, as well. Remember to 
are whet the four of you face on Level 4. There you take the Zoom Tube back to Level 1 if your energy runs 
will meet puzzles to tax your brains, search for low. 

invisible doors in the stone walls and discover a 

Magic Fountain where megicians restore their DE a ns 
depleted reserves of magic points. The potent E e 
It is not e slesh on a door or e masked evenger, but a 
riddle thet keeps the door to the center of Level 4 
securely locked. 


Imagine e grant letter Follow the 
sequence of 

Z placed on top of the switches to 

meze. The corners of A, B, Sand 

the Z correspond to Y. 

the locations of the 

first four Door The Wise 

Switches listed Man tests 

beneath the mep. pen 


"Never do anything right," 
says the Wise Men. He's not 
joking. its another riddle. 
What he meens is that you 
should ignore the door to your 
right. Leeve the room by walk- 


If you go right, you'll H È 
Emea long darcend ing through the left wall 


Go lei 


ElDoors [Secret Doors [i][t|Steirweys 
ES Locked Doors MERE. 


Door Switch #1 N. Door Switch #8 Once egein the riddle master of the meze teeses you 
Door Switch #2 . Information with double meanings. To unlock the door in front of 
Spell (Strength) - Information you, proceed to the left--clockwise--where you will 
pricemation Spell DW ie) encounter four Door Switches. If you go counter-clock- 

formation Magic Fountain $ H 
Wise Man Door Switch 43 wise, you'll just waste time and 
Door Switch 46 Teleporter (to Level 9) lose valueble energy and magic 


Door Switch #7 . Zoom Tube (to Level 1) points. 
Informetion . Information 
Information 


Magic Fountain 
. Information 


Wise Man 
Door Switch #4 


Door Switch 45 
4-Player Extra Sirategy SR 
Trading Maces E 


Various treasures will be won by mem- For instance, a magician cannot use the by om m d 


As 


rxe-Tonmoowm» 
XxXZ«caonooo 


bers of your party as they defeet ene- Crush Mece. So, if you obtain an item 
mies. Soma of these items will be useful that you can't use, trede it to someone 
only to one or another of the characters. who can. 


VOLUME 19 51 


4-Piayer Extra 


Level 5 of the great labyrinth is the strangest yet, with “ 


corridors that do not end and hints more obscure than 
ever before. But this is also the end of tha first part of 
your quest. As you recall, the Temples are on Levels 
1,5 and 10. Of even greater benefit are tha magic 


E— AN vs baer gn Rae 


The corridors of this maze seem endless, but thet is an 
illusion, for the top of the map grid joins to the bottom, 
and one side leads to the other. 


This leval is callad Haven 
because hare you will find the 
second Temple. In the Temple 
you can restore your energy and 
reviva defeated partners. Save 
the game so you'll begin on 
Level 5 in the future. 


Unti! you reach Level 
10, this is your new 
bess g " 1 SALT 

Haven contains two of the most vitel magic spells in the 
geme. Flight allows you to fly safely ovar floor traps 
whila Passwall anablas you to penetrata solid walls. 
Know that your quest cannot be completed without 
Passwall. 


When you discover a trap in the 
floor, mark it on your map and 
use Flight to avoid it next time. 


With Passwall you can now 
make use of the Teleporter in 
Level 1 which leads to Level 6. 


cen 
| 


At Level 5 your party has faced many challenges and 

dengers. Now prepare yourself for 11 more levels of 

acid pool traps and riddles within riddles. Following is 

a list of what you must do. Seek the items of the Ruby 
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/ > 
pells learned in this level. But with the rewards come 
risks, because the most powerful enemies ever are 
lying in waitl 


| E)Doors Secret Doors 
[E Locked Doors 


{Stairways | 


. Armory Shop H Spell (Passwall) 
. Information |. Glow Cloak 
Temple J Spell (Flight) 
Wise Men K Information 
. Information L. Wise Man 
. 400 Gold M. Informetion 
. Magle Fountain N Zoom Tube (to Level 1) 


Warrior in Levels 6,7,11 and 13. Win the Black Crys | 
tal in Level 12. Map all that you see and record every 
word of the Wise Man. If you do all this, you may meet 
the challenge of your final destiny. 


GAME 


4-Player Extra 


— € * I e É "T ^ z] 


Get ready for some sand-spiking excitement with Super Spike V'Ball from Nintendo. The 
two-on-two action of Beach Vor makes an ideal subject for a 4-player NES sports 
game and Super Spike 
V'Ball is perhaps the easi- 
est of all to play. With only 
four guys to watch and 
control, you and your part- 
ner are free to concentrate 
on real V'Ball strategy (with 
a litle bit of "California 
Dreamin'" thrown in, cour- 
tesy of moves like the Sup- 
er Spikel). 


Super Spike Quick Attack 


To pound your opponents with e Super Spike, when This quick trick can take even exparienced players by 


the ball is in the air, jump underneath it and repidly surprise. When your partner sets up the ball, dort 
À press "B" Hit"A" weit for itto come down neer the net. As soon as he 


to unleash the Sets it up, get close to him, jump and spike. 


— Jump, Power-Up, and 


KABOOOM! Be sure m : 
your hand ıs lined up Use Turbo to do a Quick Super 


with the ball before Spike. 
you swipe at it. 


| Spike The Serve: 


Aithough this move may not be legel in regulation vol- 
leyball, in Super Spike anything goes! If you time it GRIEF 
right, you can jump end Super Spike the opposition' s fj au 
serve. Be sure to back up your partner if he tries this 
move, since it can be difficult to pull off. 


|Just Get It Over The m 


Of course, you can hit the ball three times = 
while it’s on your side, but the third hit hes 
to send it over the net. When you receive a 
serve, try to hit it over the net with your 
second hit. This will give you one more hit if 
you miss it, and it makes the action faster, | Youll have to be quick to return 
catching your rivals off guerd. the ball in two hits. It takes 
coordination between team mates. 
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SUPER SPIKE V'BALL 


(Jump Serve 


All the real pro V'Ballers use a 
jump serve for greater power and a 1 
better angle of ettack To Jump P Z 
Serve, press the A Button to throw 
the ball up, hesitate until it starts 


falling, then quickly jump up (B 

Button) and hit the bati (A Button). 

Use the directional arrows to aim 

your serve. The jump serve is faster and easier 
to aim than the standard lob serve 


(Super Block 


You won't be defenseless against 
the meny powerful offensive tac- 
tics. If you jump directly across 
from your Super Spiking opponent 
and power up by repeatedly pres- 
sing the B Button, you will come 
out on top, and block his spike into 
the sand. 


You must be next to the net and 
directly across from the spiker to block. 


Scoring Points 


You score points when the 
other team drops the ball on 
their side of the court. If you 
play by Beach Volleyball rules 
either side can score. By regu- 
ler rules, only tha serving team 
can score. Aim for back cor- 
| ners of the opponent's court. 
Notonty will this make him run 
for it, but it will giva you time to s 
set up your defense. 


Know Your Rivals’ Strengths And Weaknesses ——— 
The teams in Super Spike RR eB 
V'Ball eech have ther strong Hf] 
points end their weaknesses | 
(but don't lat any of these ' 
‘muscle bound guys hear you 
- say that}. Each pair will haveto - 

adjust their playing style to 

compensate for fiews in their 
abilities. : 
a id ii i i d n c nh nk i t a q tears emer 
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4-Player Extra 


wi. a 


` Player3 ^ 


TEAM STRENGTHS 


The Well Rounded Team's lack 
of true weaknesses is its real 


strength. However, they do not 


excel in eny single skill. 


Power Team: Al And 


TEAM STRENGTHS 


The Super Spikes of the Power 
Team are so powerful they can 
knock down all but the perfectly 
positioned defenders. The 
opposing team will have to 


worry more about 
staying on their 
feet than where to 
stand. Use your 
> power to "psych- 
out" your compe- 
tition. 
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Well Rounded Team: George And Murphy 


Player3 ^ Piayer 4 


T me SB t a er a 


ers. 
_ Player 4” 


| If the other team is stronger | 
then you in a certain area, you'll 
have to compensate with skill. 
Use your speed advantage 
ageinst the Power Team, and 
your increased power egeinst 
the Speedsters end Defenders. 


The Well Rounded 
Team is about aver- 
ege in Power, Speed 
and Defense. They 
are a good option 
for beginning play- 


if you don't pick a team in the 
Character Selact mode, youil 
play as the Well Rounded Team, 


nd Joba 


me ee a an 


The Super Spikes of 
these muscle-bound 
power houses will 
flatten even the 
toughest defenders. 
They are a fun team 
to choose if you like 


TEAM WEAKNESSES 


To gain the ability to deliver 
such mighty spikes, the Power 
Team spends a lot of time work- 
ing out, which makes them 
stronger but slower due to their 
muscle mass. They will have a 


difficult time 
with teams 
which can 
accurataly 

place the ball 
anywhere in 
the court. 


to make your compe- 
tition eat sand. 


Prepare to be punished by 
Super Spikes if you play 
against the Power Team 


TEAM DATA TRIANGLE 


SUPER SPIKE V'BALL 


‘The Defenders: Billy And Jimmy — 


E Ve ee TRA ER 


Although the De- 
fenders may not 
have the best team 
speed, they cover 
the court well end, 
can make some 
a spectecular saves. 

Player 1 Player 2 


The Defenders are tough and 


TEAM WEAKNESSES E api la 
pikes 


| As mesters of defense, the De- 
fenders guerd their court like no 
other team. From accurate, 
cross-court diving seves to 
shrugging off powerful Super 
Spikes, they can play even the 
Power Teem to a stend-still. 


[4 a 


Sur 


Although they can cover the | 

court defensively, the Defenders TEAM DATA TRIANGLE 
are slower when it comes to Speed 

offense, and their spiking power 

isn't 


u 3 DEE 
The Speeds 
tes er ste 
Tha Speedsters use 
swiftness to cover 
the entire court on 
offanse and de- 
fanse. Their speed 
makes up for their 
lack of striking pow- 
| Player i .. Player 2 ` à 


The core of beach volleyball is 
speed! 


The Speedsters are at their ' On defense, the Speedsters 
best with surprise attecks end must be in perfect position to TEAM DATA TRIANGLE 
double net coverage on make the pley and they aren't Speed 


defensa. very accurate at the diving seve. 
g A On offense, their spikes may not 
RES A E 3 be as powerful as the other 
z teams, but 

they can get 
into position 
to attack 
more quickly. 
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4-Player Extra 


These strategies can be used with any number of players, but they work | 
best with the flexibility of four human players. 


F Block The Serve 


It takes practice to block the serve. 
Although e jump or lob serve can be 
blocked, it's easier to block the lob 
because it's slower. After the ball is 
hit, an X will mark the spot where 
the ball will come down. Use this 
merk to line up egainst the net end 
jump to block. If your partner is 


| 
| 
Go for a Super Block on the serve for | 


going to block the serve, be ready to Watch the angle on the 
back him up in case he misses. mark Time vour [Up erts sure Rond 
and spike. 
J Team Communicotion 


When you're playing with e buddy, 
good communication is essentiel. 
But, at the same time, you don't 
wantto let the other side know what 
you re up to. Good teams will create 
secret codes for each play For 
exemple, the Quick Spike is e play 
that works best if the other team is 


Even real V'Ball partners 


unsuspecting. So when you want to 
do it, instead of yelling "Quick 
Spike," make up e code word, like 


have action phrases to 
coordinate their attack and 
defense 


"Oil" or "Do itl" 


V Create Confusion/Divide And Conquer 


Just es good communication can be a boon to your side, the leck of it can 
kill you. In the heat of ection, it can be easy to get confused, and if you 
sense your opponents’ lack of communication, you can use it to your 
edvantege. An especially difficult bell to play without communication is 
one hit right between two defenders. Either both defenders will go for it, 
causing a real tengle, or neither will try, each thinking the other has it. 


Against teams with perfect defense, confusion is 
sometimes your only hope Anything you can do to break 
their concentration will halp your team (anything short of 
spilling a drink in their lap, that Is). 
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SUPER SPIKE VBALL |. 


V Quick Spike V Aim Your Spike 
Surprise Attack Well 


Beginners are especially susceptible to the Quick A Super Spike will almost always knock down a 
Spike as it can seemingly come out of nowhere when defender, but unless you aim properly, the ball will fall 
properly executed. So, beginners, its best to play — backinbounds. For best results, aim your Super Spike 
defensively at all times against a team that uses this — at the rear ofthe court. That way, even if the defender 
technique. receives it, the ball will fly back out of bounds. 


Spike To The Spike To The 
Front Defender 


These poor saps weren't 
expecting @ Quick Spike... 


Hit the ball and use the direc- 
tional arrows to am it for the 


Try to keep some distance between you at sam 
and your pertner unless you are going for ET 

a Quick Spike. Not only can you cover efi ik by 
more of the court, but it's less likely you'll 
lose track of which character you're con- 
trolling. Although iť s usually easy to tell 
which man you are controlling with only 
two guys on a side, in intense moments 
you may lose track. Concentration is the 

key! 


If you lose track of your character, both 
players may try to do the same thing at once 
There is no advantage to bali hogs in Super 
Spike V'Bali, team work is essential 
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4-Player Extra 


W Aim Your Jump Serve W Back Up Your Buddy 


The jump serve is the bast serving technique to use, as 
it's difficult to block. The best serve heads cross-court 
for the fer corner of the opponents’ court. This gives 
you more time to set up your defense. Mix up your 
serves to keep your opponents on their toes, but 
remember which is the most affective in case you 
need a quick point. 


Some teams are confused by serves 
that drop in the middle of the court, 
others can't return the corner serve 


“bre 


J Team Work Wins! 


Before playing, decide who will pley 
offense and who will play defense. 
The offense man should play closa 
to the net, looking for an opportu- 
nity to spika the bell or block an 
opponents spike. The defender 
should play back and be more free 
moving. Each player should be 
ready for anything. 


— ——- 


Defense 


Strategic Diagram 
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When your teammate tries to block e Super Spike or 
serve, alweys be ready to beck him up in case he 
doesn't succeed. In e failed serve block, you can tell 
where the ball will land by watching for the mark. It's 
tougher to back up a failed spike block, but a diving 
dig will often pull it off. 


You weren't alert and lost the 
point 


You saved the point! Play On! 


V Hang Loose, Dudes! 


Whatever you do in Super Spike V'Ball, don't panic or 
get angry. If one team seems to be much better than 
the other, switch players. V'Bell really is the eesiest of 
all the 4-Player sports games to control once you gat 
the heng of it. Practice as much es you can, relax and 
have funl 


Player Extra 4 


Ivan Ironman Stewart's 


TM&© tran "tron Man” Stewart's Super Off Road is licenced to 
Tradewest, Inc. by Leland Corp VOLUME 19 61 


GrabYour Partners AndHit The Dirt! 


Mix together soma mud, boulders, 
racing machines and four NES- 
playing pals, and not only will you 
get a whole lot of smoke, you'll gat 
off-road racing, the most grueling 
and punishing sport ever devised. 
Super Off Road puts you and three 
friends on tha fast track of stadi- 
um off-road racing, with truck- 
busting courses designed by Ivan 
"Ironman" Stewart himself. 


frtaserkewesesesewesseseseene 
Hi 


Customize Your Truck 
At The Speed Shop 


1 
DTTITITEUPTTTTTTTTUTTIYTTETTET: 


After each race, you'll have the > 
opportunity to spend your win- $ | 
nings on parts to soup up your 
racing machine. Splurge your 


| 
NITRO --- 8,000 TIRES- $/ p.000 up $6000 | 


> 


dough wisely to keep up with E > 
the competition. 


Use Nitro to give your ma- Better tires give your truck Shocks make the ride over 


chine en extra burst of traction for going over rough — the rough a little smoother 
speed. spots and climbing obstacles. and faster 


ACCEL $9 .000 T. SPD: $1 0 9,000 


: se 510 


o an ll 
P À é - d 
lronman's fabulous Speed Shop ale 
has everything you need to make Improve your accelerator to The Top Speed option When you're done souping 
your truck a winner You'll just have teach top speed quickly makes your engine more up your truck, select Next 
to out-race your buddies and win powerful and capable of Rece You'll get a mini- 
the cash first. as E. -ai greeter speed — preview of the next course — 


Tips For The Power Shopper es [| 
Anything you purchase in tha trucks even. Spend all your spare 

Spead Shop will improve. your Shanga on Nitro-dor't save your. 
truck's performance, so-there isno  móney.. 

tight or wrong item to buy (sea the > & soca: 

chart for our recommendation). In .— most expensive item, 
“a four-player game, watch antiat | and the best one to - 
' your Macs buys and try to ^»: buy Get it first, then - 
‘gat the şama thing to keep your tg 


Ber Svea Pe ANE 
62 STRATEGY GUIDE 


SUPER OFF ROAD 


Study The Tracks AndPlanYourAttack! 


Eight different r await your challenge in Super ones. You'll run the tracks clockwise {follow the blue 
Off Road, each one more difficult than the last. The line below) and counter-clockwise (green line). A 
sequence of tracks you teckle will gve youe chanceto crooked line indicatas whera to hit the Nitro. 


master the easy ones before you get to the tough 
ic T u Yo É 
ii "uw 


L.— The Fandango track configuration Is 
a popular ona in Super Off Road, but 
thats good because it's the easiest 
one in the game. The only tricky parts 
on the Fandango layout are the hair- 
pin curves in tha central area of the 
track. Grab the lead and hold it by 
taking these tums as tight as pos- 
à sible. Use Nitro in the top and bottom 
streightaways to stay ahead of your 
competition. 

® Dangerous Curves 

Some players may 

take the central turns 

slow, creating a 

passing opportunity 

Steer carefully and 

avoid the walls. 


Although the Sidewinder track is 
wida, tha surface is pocked with 
craters and strewn with boulders. 
Its a real workout for your shock 
absorbers! Use your Nitro in tha 
straighteway, or in the upper right 
turn. Beef up your Shocks and Tires 
befora you hit this road. 


peel Corners 


EE" Stay close to the 
inner wall in the 


ss: ^ lower right turn to 


gain on the trucks 


in front of you. 
Pe TT 
E d 
TewateüY : Assail Obstacles Head-On 


Your truck can maka soma wild nitro-assisted leaps if 
you properly tima tha usa of this powerful propellant. 
Make sure you're headed straight at an obstecle before 
you hit the Nitro. If you hit it crooked, your error will ba 
magnified by the Nitro and you'll smash into tha wall. 
Use the obstacles to leap over the trucks in front of you 1 | MU ? 1 > 

to taka the lead. - 1 a 
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4-Player Extra 


This fiendish figura-eight style 
course features a dangerous cros- 
sing point in the centar. If you're in 
the lead, be careful in this area-| 
your rivals may try to crash into you 
to slow you down. (That's a hint for | 
you slowpokes . ..) | 
| 


& Rise Above 
You can use the ele- B -—N- m | 
vation of the upper - 
nght tum tojump P vo E di 
over the central e 
crossing with a rat m x 
blast of Nitro power! | Py 


Big Dukes also has a crossing 
where it's possible to get side- 
swiped, but the ramp-like dirt 
mounds of the junction makes it 
easy to jump over if you have Nitro. 
The track is not too tough if you 
keep up with the pack, but it can be 
difficult to catch up if you don't. 


® Nitro Assisted Turns 
io eee Use Nitro in the 
upper right turn of 


E this course, but 
don't oversteer 
t into the wall. 
Get A Jump At The Start Avoid The Walls | 


To get a lead at the starting line, use Nitro. This is 
especially effective if you're in the front row or pole 
position. If you're m the second rank of cars, wait 
until your path is clear before you hit the Nitro. Don't 
use Nitro when another car is directly in front of you. 


Hold down the 
accelerator until the 


f , gun goes off, and 
ay | then hit the Nitro 
m y Getting an early lead 
E * à is the key to victory 
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Crashing into the barrier wall can slow you down 
more than running over obstacles. Ba careful not to 
over steer or use Nitro when you're near a wall. When 
you're running against a wall, be sure you're stearing 
straight and not grinding the barrier. | 


( Don't try to take 
turns too 

i) sharply or you 
BE may steer into 

j the wall 


CLIFFHANGER 


Without barrier walls, tha Cliffhan- 
| ger is one of the fastest courses. 
| You'll have to keep your racing 
machina on course and not cut any 
corners. if you cut even one, you'll 
be disqualified. If the other trucks 
get too close, try to knock them off 
the course. 


€ Straightaway Play 
dk Hit the Nitro at the 


ERAGE 


your momentum to 
zcom down the nght 
side of the track 


Avoid The Pack 

Don't try to push your way through a pack of cars on 
the inside of tha track. Pass them on the outside 
using Nitro. 


Pass with caution, 
and a Nitro boost of 
speed! 


SUPER OFF ROAD 


Although it looks easy with the long 
straightaway, the Blaster course is 
tough. You have to line your truck up 
perfactly in the straightaway to 
avoid driving up and over the 
embankments. Use Nitro to jump 
over tha course, and for extra speed 
in the wide turns. 


«^ Pass In The Roug 
if you've improved Big 

your Shocks and ae Y. 
Tires, use the rough TES a 
area on the left to g y E 


Use Nitro Sparingly 
As a genaral rule, don't 
use Nitro repeatedly—a 


burst here or there works iai 
better. Use it to go over d 1 
ramps and obstacles or E^ P 
for speed in the straight- | x 


away. Using Nitro to take | 
corners quickly also MM " m en , 
works, but takes practice. 


Nitro can make the difference 
In winning or losing a race 
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4-Player Extra 


You won't encounter this chelleng- 
ing track until later in your recing 
career. The toughest pert of the race 
here is the zig-zagging route at the 
top of the track. You may have to 
slow down by tapping the eccelera- 
tor end steering carefully. 


® Blast Off The Big on 
Use Nitro to blast 
your way over the 
big ramp near the 
center of the track 


Only the greatest off-road recers 
make it to Hurricane Gulch. Not 
only does this track have lots of 
twisting turns and rough obstacles, 
but ifs also very nerrow in most 
areas, making pessing difficult. 


€» Leap The Gulch 


mmgmmm md 


ne z 
| 

i = 

Use Nitro to leap the gulch at the top 
center of the track. This wide straigh- 


taway is also the place to pass the other 
trucks 


Team Play In Four-Player Mode : 
With four players racing in Super Off Road, you can all rece against eech 
other, or in teams, two-on-two. When you rece as a team, keep a record of 
who won each race. At the end of the circuit the teem with the most victo- 


ries wins. When you're racing with == car mr um Wr 

teams, one truck can be the spoiler a 

end try to crash the other team's |. * x 2. m 

trucks to slow them down, whilethe PE esas s E" N 

other racer goes for the finish line. Rm f A ws h 
an | =” a e hl 
Knock out the competition! Decide who = al M 


will be the spoiler (but don't let on), 
before the race starts Switch off from 
time to time to keep your opponents 
guessing 


66 STRATEGY GUIDE 


VER ROUND-UP 


SS, FAST BREAK" 


4-PLA 


o 
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“a 

A 


( 
Me 
e 
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RINGS: 


TM and © 1989 Konami Industry Co., Ltd 


Dig your toes in the sand and prepare to get down behind 
Ultra’s net! Upto four players can vie for the ultimate title of 
Beach Volleyball Guru. Only a net divides the men from the 
boys in this game. When the sand stops flying. who will 
remain to be the Kings of the Beach? 


Be sure to sign up before cruising 


out to tackle the beach scene! 


Grab three friends and four Control 
Pads. Scout the beach for waves. 
Have Spike show you the scene, then 
decide if you are ready for tourna- 
ment play Stop at the registration 
tent and sign up for the day's events. 
Choose your Kings of the Beach play- 
ers and decide 


how many A —— E 
matches youll qu 

play per set. Then 2 nam ! 
get ready to jam pa ds, 
some leather! E 


Sinjin is the all-üme 
leader in career wins. 
He has the best dig, 
which contributes to a 


hus abilities as a 
pro, He is the 
epitomy of e King 
of the Beach! 


Chez takes after Sinjin and is awe- 
some with his digs, Watch him movel 
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NEM S a 


REGISTRATION: 
INTIN SMITH sPrao 
KRANDY ETOKLO RP PAD 
CHAZ d 
MIGUEL 


PLAYING MODE 
M a XL 


4 AD 
XP PAD 
D OPERATIVE 
EASY 
pep Xue 


=! Annette Funajello will sign your team up 


for the rad beach volleyball tournament. 


Randy has e great serve. 
He also performs a 
sweet one-arm "Kong" 
block. His presence on 
the court can 
make the audi- 
ence shudder 
Known as “Vanilla 
Thunder,” he's a 
force to be 
reckoned with. 


e? 
Xx * arc 


Miguel i$ a pro blocker He also 
bashes his competitors with his serve 


Practice 
Before 


Pressure Pays! 


There are three courts where you 
can learn to control your Kings of 
the Beach. In the bump court, 
you'll learn to use your underhand | 
to return the ball. In the set court, 
you'll set-up your partner for a 
spike. In the spike court, you'll 
learn to blast some leather! 


The bump is the 
aasiest return in 
pro beach volley- 4 
ball Its also e 
great set-up for 
an abrupt spike 
You'll need to 
master this early! 


The set provides 
your partner with 
? the nght elements 
for e spika Its. 
normally used on 
the second hit 
before the retum 
and Is very useful, 


The spike, a fast, 
hard-hit ball, has 
the best offensive. 
results. lts hard to 
block. Players who 
master the spike 
become the ulti- 
mata Kings of the 
Beachl 


= 


© Maintain Coverage In All Situations! 


In a 4-Player game, strategy takes a front row seat. Each pleyer will ba on guard, ready to slam or 
block the next shot. Think quick or sink fast! 


M Cover Your Side Well! 


One guy at the net is never enough coverage when the 
other team attempts to spika. It is especially important 
in a multiple player game that the back court is pro- 
tected. One well placed jem can send the ball pest the 
front player into the sand. Keep ona player a few steps 
behind the net man ready to dig and dive to recover 
some of the slams that , 
sneak into your side of the 
court. Since you can't read 
your opponent's mind, it's 
hard to know where the 
spike will go. It's a good 
idea to guard towerd the 
center of the court. 


|2 Attack From Side Court! 


Playing with four players can 8 
be more of a challenge then 
trying the computer. À great 
strategy to use is to hurl spikes 
from side court. A ball hit from 
the side is harder to block and * 
much more difficult to judge. A 
sharp slice from the edga of 
the line can send your oppo- 
nents reeling into the sand. 


LE Know When To Dink And Drive! 


Bluff the other team by jumping to spika, then “dink” 
or bump the ball over the net. A “dink” is a very light 
pop of the ball that lobs it up over thair heads. Use the 
bump when your edversaries are away from the net. 


p 


You can bump the ball over 
the net to maintain a volley. 


Use the dink to surprise 
everyone! 


To maintain 
coverage, have 
one man ready 
to dive for the 
save Reflexes 
will be tested! 


(3 Find The Soft Spots! 


Saek out your competitors’ week points. If they leave a 
gep batween them, spike it through. If they fail to 
cover the back court, dink it over thair heads! Spike 
one down when they least expect it for a sure scorel 


Sometimes the ball will 
land out of bounds but 
the ref will call it in. You 
can protest the bogus 
call, but it doesn't elways 
work. Your best bet is to 
return any ball that is 
close to the edga of tha 
court. That way, you 
won't run the risk of los- 
ing the point if it was an 
"in shot." 
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1880 System, Inc 


You've seen them on soda cans, in commercials, even on 
billboards. Now see them on your NES! That's right-- 
those wacky 7-Up Spots have their own video game! 
Four players can simultaneously compete against each 
other for control of the squares in Arcadia's Spot for the 
Nintendo Entertainment System. 


Spot is the geme for players who love serious stretegy 
with e touch of lemon-lime. Capture surrounding tiles 
by moving Spot near opponents in this boerd geme- 


[1] [1] eo eo @@ style video presentetion. 
= mekek Pye an 
Ex 1 
Ne iH bat J D | 
de sares me ccs Ncc 

é ISIE) fino ar orana DDD DDS 
jw |... :. 1 
rice you sarong he OS OT odi 

“seit BO 

b À of tight squeezes, I (E c em Gree pt 

CHEESE ss 
amino So f [f aa 
mo e sem ae FF f fe] 
ore |) 
moves in chess. 

EK» mem: E y" F 


Four pleyers can get together to bettle it-out on the ` 

Spot range. Give the more experienced players 8, 

hendicap by limiting the time they get to make a 
Pe EO PM Lor DÀ 
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When a Spot plops down 
next to another player's Spot, 
tt Is changed to the attacking 
Spot's color. Get t? Change 
Spots to your color by 
landing next to them 


(Blue) .. 
(B 

É * o 

LI 
3-Player" 
(Pink) - + 


” v. 


Spotegy is a word that means Spot strategy. 
Playars must use Spotagy to plen ahead to 
avoid losing their Spots. Always try to pradict 
what will heppen after you make your move. 


Its normelly a good idee to start 
out a gama by cloning your Spot a 
few times. If you skip a square too 
eerly in a metch, your Spots may 
be sizzled prematurely. Try to build 
up a group of Spots in e corner 
before brenching out. 


Staaling Spots can be en anjoy- 
able experience. Sometimes, how- 
ever, Spot theft can backfire. Sura, 
you snetch a smell row, but on 


your Opponent s naxt move he 
takes thet row back and a few 


more Spots with him. Calculating 


from an unwanted color change. 


As you move from one place to 
another, the distribution of Spots 
will change. Free moves are thosa 
that are not threetening to you or 
your opposition. They ere moves 
into currently vacant squeres. The 
gama play cen get very eggressive 
since the board limits tha number 
of free moves e pleyer can make. 
The main objective is to try and 
capture mora Spots than you for- 
feit. 


sak 
E 


CA IS 


The yellow team surveys Yellow decides to grab 


they can conquer three 


your moves will save your Spots — the scene. With one move, some blue terntory A 


Simple skip lands five 


green Spots or five blue Spots. It is starting to look allowing blue to regain 


Spots. 


grim for the blue team three of its own 


Yellow attacks the blue cor- 
ner, the greens leunch a 
strike at the yellows, and 
blue sneaks a few greens. 
The number of Spots that 
are controlled by each color 
remains pretty much the 
same, 


To keep two squares free, 
yellow jumps one of its Spots. 
and captures two blue and 
two red squares Keeping 
two free squares adjacent to 
each other can be an 
effective defense technique. 


VOLUME 19 7) 


CHRIS 


IVAN 


TENNIS 


TM&O Asmik Corp. Ol America 


Top Players Tennis from Asmik is the only NES tennis game 
that serves up four-player simultaneous action. You're set for 
fun with an exhibition match of video tennis doubles! 


( 0 PLAY MODE 


With 7 play modes, Top Players’ 
Tennis offers video tennis for one 
to four players. Doubles with 
Player 1 and 2 versus Player 3 
and 4 is the obvious 4-player 
option. 


( 0 SELECT PLAYER 


in 4-player doubles, you can play 
Ivan Lendl, Chris Evert or a player 
you create. You can create a new 
playar or select one that you've 
built up in previous games of Top 
Players’ Tannis. 


Choosa "Soy" or 
"Git to make a 
new player 


Use your bonus 
points wisely when 
creating à 
character 


You can elso enter e 
password to use en 
old character 


Choose your top 
À seeded tennis ace 
and go et it! 
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Dem —— 


DOUBLES EXHIBITION 


in the four-ptayer mode, you play a 
single exhibition match, so you 
can't ace the Grand Slam (win all 
four major tennis tournaments). 
However, you can choose which 
court surface to play on. 


WIMBLEDON 


ELECT TOURNAMENT 

EXIT START BUTTON 

You can only play in the tournament with 
one or two players versus the computer 


The hard and grass courts give net players 
the advantage, tha cley court favors back 
court play 


Top Players’ Tennis dalivers ell the 
special interection of 4-player | 
taam play, but it presents special I 
challenges in 4-pleyer mode. | | 
Players 3 end 4 ara at edisadvan- | 
tage, because the view of tha 
court doas not give tham e cleer | 
shot of the beli when it is thrown | 
up before e sarve. If you'ra play- ^ 
ing on tha upper helf of tha court, ] 
use lob serves. Switch sides efter — 

a match to make it feir to all. ^ 


best set-up is to = 
have one player play the forecourt and 
the other play the backcourt. 


Say stay in the fore- 
court and punish 
the other side with 
net smashes: 
Don't smash the ball too hard, though, or 
it will go out Stay flexible. 


than interfere, the 
other player should guard the open 
court. 


Magic 


Johnson’s FAST BREAK "| 


Tradewests two-on-two basketball simulator 
makas for a great four playar sports gama. Like 
the other 4-Player sports games, communication 
and cooperation are needed to win. Magic John- 
son calls the plays and gives helpful hints. 


The court is big and gives you lots of room to maneuver. 


Good coverage Is essential to 
keep the other team from 
scoring. Stick close to your 
man and stay between him 
and his teammate to better 
detend against passes 


—— 


A NIGHTMARE Street 


Its not enough that Freddy heunts the movie 
theatres, now he's showing up on the NESI You 
and your friends can start a four-player expedition 
from LJN to destroy Fraddy in all his shapes and 
forms. Saarch the houses for the bonas you need 
to gain entrance to tha attics and cellars, where 
you'll find Freddy. 


If your group stays 
together, vou can 
better handle the 
perils of the haunted 
houses. 


Now your league can practice without 
homel Championship Bowling from Romstar 
four players hit tha lanes. You can play in f 
playar moda with or without a four player ad; 


ho x cu ae = 


Pick the left-handed 
bowler, an 11 Ib. ball 

and lane one. Bowl with | 
full energy, elm to the 

left of the head pin, | 
and you'll gat a stnke 


TM "i 


Resource building on e distant planat is the thema. 
of this 4-Player science fiction strategy geme 
from Mindscape. Eech player controls e growing l 
colony end trias to make it the most prosperous 
one on tha planat. All-purposa machines that 
resembla mechanical mules make it all possible. 


| 
i 


Random planatary events, 


| 
MULE. Is short on ection, | 
ilke sunspots, affect your but long on strategy. F 

fortunes - < a 
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WIT POWER? 


PLUG INTO AN ELECTRIFYING GIFT FUR, 
YOURSELF... OR SOMEONE SPECIAL 


Breek out the power this 
holiday season with e blest 


ol 
THE PERFECT GIFT for eny 
Nintendo pleyer! 

Every issue is loeded with 
monstrous power tips, 
tricks, awesome strategies 
end full-color, bird's eye view 

meps you just can't get 
anywhere elsel Plus 
previews end 
reviews of the 
ietest, hottest 
games outthere 

to help guide 
youin your 

next Geme 


Pak purchase. 


You'll get 
12 of these 
power- 


scorched issues e yeerl 
Each one pecked with over 
100 pages of unstoppebla 
infoto power up your game 
skills, sherpen your tactics 
end skyrocket your scoring! 
Nintendo Power isthe 
ultimete magazine for eny 
Nintendo pleyer you know. 
Make thelr dey—or yours— 
with e subscription thet'll 
pump power intothe geme 
long after the holiday season 
hes feded. You can give this 
ewesome gift for only 15 bucks 
e year!—$30 for 2 yeerst 
Just fill out the etteched 
card end meilit. Or, callthe 
convenient 800 number 
listed below. Then, use the 
ettechad Gift Certificate 
ss the parfect stocking 


Nintendo of America Inc. 
PO. Box 97043 
Redmond, WA 98073-9743 


* Team up for fun with the only official 
Strategy Guide with 84 pages on four- 
player games — tactics, tips and more! 

* Four-player ground rules 

Hot team strategles 


Towel your team the 
an spike" and rack 


a” NES Play Acilon Football 
a” Super Spike V'Ball 

eo Super Off Road 

w” Kings of the Beach 

a” Champlonship Bowling 

v Spot: The Video Game 

w Swords and Serpents 

a” Magic Johnson's Fast Break 
w Nintendo World Cup 

a Gauntlot E 

eo A Nightmare on Elm Street 
oY MALE. 

a” Top Players’ Tennis 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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